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PROLOGUE 


Its time once again to set sail for the inviting azure waters of the 
Caribbean. Take a trip back in time to the days of exploration and 
piracy on the high seas! Pirates of the Caribbean: At Worlds End 
follows the mischievous exploits of the famed Captain Jack Sparrow 
and the crew of the Black Pearl as they try to gain control of the 
dreaded pirate Davy Jones. 


The story begins in a dank prison cell on the most inhospitable 
chunk of rock in all the seas: Prison Fortress! It is here where 
players take control of Captain Jack Sparrow and act out many 

of the most memorable scenes from the hit movies Pirates of the 
Caribbean: Dead Man’s Chest and the newly released Pirates of the 
Caribbean: At World's End. Join forces with the swashbuckling 
Will Turner, the ravishing Elizabeth Swann, and many other 
legendary characters from the films. Follow their journey from 
the colony of Port Royal to the exotic streets of Singapore to the 
depths of Davy Jones's Locker! 
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Playing Pirates of the 
Caribbean: At Worlds 
End gives you access 


to several unique gameplay 
elements not seen in earlier Pirates of 
the Caribbean video games. It’s now possible to 


control multiple pirates in battle, fight back-to-back with an ally, 
engage special enemies in dramatic duels, and you'll even get to 
battle a monstrous sea creature! If this sounds like fun, then you've 
come to the right place. This guide is designed to take you from 
mere landlubber to Pirate Lord! 


The first portion of the guide covers the 
Xbox 360 and PlayStation 3 versions of 
the game. The second portion of the guide 
covers the Nintendo Wii, PlayStation 2, 
PlayStation Portable, and Windows PC 
versions of the game. No matter your 
console, we have you covered. In addition 
to a comprehensive walkthrough, this 
guidebook includes everything you need 
to know to perform each character's 
Finishing Moves and find every hidden 
item in the game. We also included a 
guide to the valuable Treasure Trove, 
specific tips for dueling, and a roster of 
all 30 Achievements (Xbox 360 only). 
Its our goal to make you the most feared 
Pirate Lord in the world—keep reading 
and you'll be on your way in no time. 


CAST OF CHARACTERS 


WiLL TURNER 


Will Turner, the son of “Bootstrap Bill" Turner, a former sailor 
and friend of Captain Jack Sparrow, is wanted by the Port 
Royal authorities for assisting in Jack's release. He narrowly 
avoids arrest on his wedding day. Will Turner is an ideological 
young man in love with Elizabeth Swann, a childhood friend. 
He struggles with his instincts to obey the law and 

roots. Will is an exceptional swordsman, yet he doesnt 

have his sea legs compared to Jack and the other pirati 


MAIN PLAYABLE 


Captain Jack Sparrow, the captain of the Black Pearl, is an incorrigible 
pirate known throughout the Caribbean for the mutiny he suffered so 
many years ago. There are a number of legends and rumors regarding 
how Jack escaped certain death on an isolated island, but his deal with 
Davy Jones is real. Jack traded his soul to Davy Jones in exchange for 
raising the Black Pearl, and now it’s time to pay up. Being a pirate, 
Captain Jack Sparrow is understandably reluctant to trust anyone. But 
if he hopes to ever escape the deal he made with Davy Jones, hell have 
to realize that he can't win such a fight alone. 


ELIZABETH SWANN 


Elizabeth Swann is the daughter of Port Royal's governor. Despite 
her well-heeled upbringing, she is mesmerized by the idea of living 
the life of a pirate. Elizabeth is set to marry Will Turner, but her 
wedding day is ruined when she is thrown in jail for aiding in Jack 
Sparrows escape. Elizabeth has trained hard to become an expert 
swordsman and, although she’s not as skilled as Will, she can hold 
her own in combat. 


If Jack hopes to preserve his way of life in the face of growing 
hostility from the East India Trading Company, he'll need help from 
the Pirate Lords. Jack requests a meeting with each of the Pirate 
Lords in Shipwreck City to convene a conclave. 
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CAPTAIN BARBOSSA 


Davy JoNES 


The legendary Davy Jones is the most feared pirate on the “= 


seven seas. Set to harvesting the souls of deceased sailors, 
appearance of the Flying Dutchman off your bow could m 


only one thing: an eternity of servitude under Davy Joness - 


command. In addition to controlling an army of fearsor 
pirates, Davy Jones also has the ancient sea creature know! 
as the Kraken at his call. Despite having an ocean of ships. 
to harass, there is no greater priority for Davy Jones than 
collecting the soul of Captain Jack Sparrow. 
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Pirates of the Caribbean: At World’ End has an easy-to-learn set ADD ITIONAL C ONTROLS 


of controls that allows you to perform both basic and advanced ë n Eea a a id iu 
functions, thanks to a helpful context-sensitive gameplay system. 
This chapter is designed to complement, not replace, the informative Glindhing a Rete 
user manual included with your copy of the game. In addition to : 
providing an overview of controls and game mechanics, this chapter Stand beside a vertical rope and press the Jump button to make Jack 
includes a full list of Notoriety scores and ranking requirements. leap onto it. Press Up or Down on the movement controls to climb 

: the rope. To release 
the rope, face Jack 
in the direction 
you wish him to 
leap and press the 
Jump button. 


| Pn 
G À M E P L AY E. Shimmying along the sides of narrow ledges is an integral part of 


exploring the landscape. To do so, jump toward a narrow ledge 
(or carefully drop down onto it by stepping over the edge) and use 


a 


the controls to shimmy along it to the left or right. Press Up on the 
controls to make 
Jack climb to his 
feet, or press Down 


Each of the playable characters can perform the following actions. 
For the sake of simplicity, unless otherwise noted, assume that we 


mean Captain Jack Sparrow when we refer to the playable character. 
to drop to the 


ground below. 


Basic CONTROLS 


Action Xbox 360 PlayStation 3 


YA Gust 
Grapple Trangie Bulton Jack needn't always navigate narrow ledges while hanging by his 
- fingertips! He can also sidle or “wall creep" along certain ledges 
Right Bumper E cse standi i i 
__ while he's standing. Jack automatically steps into a wall creep 


Sprin! Right Trigger position when he approaches a narrow ledge. Press Left or Right on 


Fire Flintlock / Throw Weapon 


interaci / Fick Up or Brop Object | the movement controls to proceed along the ledge. Press Down to 
Lock On Target (hold) i drop into the shimmy position. Press the Jump button to make Jack 
Leap up and grab 
ove Cac | the above ledge 

Switch Characters | 


Move Camera / Switch Targets 


Start Button Start Button E 
Reset Camera to Default Right Stick Button 
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Crumbling Ledges 


When Jon shimmy or perform a wall creep, keep your 


eyes peeled for of f-colored sections of a ledge, as such 


Sprint button | 
lo make y E 
catch himself | 
from falling by | 
thrusting his | 


sword into the 


i 
f 
H 


Pushing EB 


Always be on the lookout for large crates, as their presence identifies 

a secret item or navigational puzzle. Approach the crate and hold the 

Sprint button to make Jack impale his sword into the object. Now, 
with the sword as 


wall. 


z= ee ME TL 


been il ona E e eaea 


leverage, the crate 
can be pushed or 
pulled. 


Balance Docs 


Jack must tiptoe across narrow beams from time to time. To do so, 
simply walk out onto the beam and use the main movement controls 
to balance him as he moves across the beam. Or use the motion 
sensor in the SIXAXIS controller if you're playing the PlayStation 3 
version. The camera swings to show Jack losing his balance. Use the 
controls to lean 
the other direction 
to compensate. 
Press the Sprint 
button to plunge 
the sword into the 
beam to catch Jack 
if he starts to fall. 


Each of the characters in the game can do a whole lot more than 
standard running, jumping, and sword-slashing! Each of the 
following maneuvers can be performed only in certain context- 
sensitive situations. 


areas break away under Josk's weight. Quickly press the | 


BO aBn p» 


Hold the Sprint button before pressing the Jump button to make 
Jack perform a long jump. This is a great way to leap from one 
platform to another. However, Jack can also use his sword to 
perform even lengthier Sword-Assisted Jumps. Continue holding 
the Sprint button while Jack is airborne to make him stab his sword 
into the distant ledge and catch himself from falling. Press Up on the 
movement controls to make him climb up. 


Jack can also sprint up certain 
walls and use his sword to 
briefly hang in place. Face a wall 
and hold the Sprint button to 
make Jack run up the wall and 
thrust his sword into it. From 
this point, press Up on the 
controls to climb up to the ledge, or press the Jump button to make 
him perform a Wall Kick to leap away from the wall toward a nearby 
facing wall. 


When you explore your surroundings, always be on the lookout for 
a lengthy piece of rope strung at a slight angle from one location to 
another. Move Jack into position 
under the angled ropes upper 
end and press the Jump button 
to make him place his sword 
over the rope and slide down to 
the other end. 


Xbox 360 & PlayStation 3 
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To avoid having to jump from a dangerous height, you can use the 
sword to stab through a sail or other large piece of cloth and slide 
downward safely. 
Stand next to the 
sail and press the 
Sprint button 
when prompted 
by the onscreen 
command. 


Look for barrels of pitch, a black tar-like liquid. Approach the 
barrel and press the Interact button to make Jack dip his sword into 
the pitch and spark a fire with it. Use the flaming sword to attack 
enemies, fire cannons, or ignite explosive barrels. 
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Much of the action in Pirates of the Caribbean: At Worlds End 
revolves around combat, specifically sword fighting. Although Jack 
occasionally gets into unarmed brawls, pirates are known for their 
swordsmanship, and Jack is no exception. Combat is a simple affair, 
primarily consisting of pressing the Attack button, Punch button, 
and Grapple 
button to perform 
various attack 
combinations. 

It's important to 
vary your attacks 
to build up the 
Swordsmanship 
Meter so that 
you can perform 
a Finishing Move. We recommend using a sword-punch-sword 
combination to quickly knock out an enemy; this helps to fill the 
Swordsmanship Meter. You can also pick up extra weapons, such 
as daggers, bottles, and grenados, and use them to either bludgeon 
enemies (press the Punch button while holding an item) or throw 
the object at them (press the Interact button). 


A major part of being a pirate is the sense of fighting with flair. You 
accomplish this by performing elaborate attacks, using alternate 
weapons and foreign objects, and through mixing grapples and 
punches into the fight. 


FATA. 


Jack's Flintlock pistol can hold 
up to three bullets and is good 
for a one-hit kill against most 
enemies. Hold the Lock-On 
button to target an enemy, and 
then press the Fire Flintlock 
button to shoot the weapon. 


Grab hold of an enemy by pressing the Grapple button, push the 
movement controls toward a ledge or a group of foes, and press the 
Grapple button a second time to throw the enemy. Throwing an 
enemy off a ledge or into a group of other foes adds Notoriety and is 
thoroughly enjoyable. 


beri y A 


Use these large, red kegs of gunpowder to defeat several enemies 
simultaneously. You set down the keg and spark the fuse with the 
sword, hoping 
to catch your m2 0d : 
foes in "i blast. e - * i d ; 
Alternatively, you E 
can throw the 
barrel at them and 
detonate it with a 


Flintlock shot. 


NT CUN 


In combat, always look for a red highlight beneath an opponents 
feet. When you spot this red ring, immediately turn to face the 
attacker and hold 
either the Attack 
or Grapple button. 
If you time this 
properly, Jack 
will flamboyantly 
evade the attack 
and automatically 
counterattack. 


.. Xbox 360 & PlayStation 3: The Pirate Life 


FINISHING MOVES 


Some enemies that you encounter can be defeated only by using a 
Finishing Move. Use combos to fill up the Swordsmanship Meter 
until it begins to glow red. Then 
continue attacking an enemy 
until an onscreen prompt 

to hold the Lock-On button 
appears. At that moment, hold 
the button and press one of 

the face buttons that appear 
onscreen to perform one of four 
Finishing Moves. Jack, Will, Gm nos  CW 
and Elizabeth each earn four £ 

different Finishing Moves. You 
unlock them by progressing 


through Story mode. 
Performing one of these attacks 
results in an instant kill. The 
more full the Swordsmanship 
Meter is when you perform the 
attack, the more valuable the 
item that the enemy 

drops will be. 


Minor Characters Can Finish Too 


All playable characters in the game Con perform a Finishing 
Move if their Swordsrmanship Meter allows for it. However, 
these characters have only One Finishing Move, and it is 
always assigned to the Grapple button. Keep this in mind 


when you're controlling a side character. 


Courtesy of Tia Dalma, Captain Jack Sparrow has a special ability 
that nobody else can use: the Jackanism. Collect Shrunken Heads 
and press the Lock-On, Sprint, and Attack buttons simultaneously 
to perform what is known as a Jackanism. Jack plunges his sword 
into the ground, causing a green shockwave to appear. This knocks 
back enemies, detonates explosive barrels, lights cannons, and kills 
most nearby foes. Jack’s sword glows green for several seconds after 
he performs a Jackanism. During this time, he can use the sword to 
score a one-hit-kill and collect the soul of any enemy he strikes. The 
Jackanism effects last longer if 
Jack has more Shrunken Heads 
in his possession (up to three) 
when the Jackanism initiates. 


Xbox 360 & PlayStation 3 
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Shrunken Head Collection 


Conserve those Shrunken Heads unless you really need lo use 


the Joskanism to get out of a tough spot! Many areas have 
a Jackanism Chest that YOU San open only by performing 


ie aii iii 


a Jackanisnn next to it when you possess three Shrunken 
Heads. If you want to unlock the items in the Treasure 
Trove, then hold onto those Shrunken Heads! 


a 
3 
2 
2 
2 
d 
H 
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There are times when you control two or three pirates. Tap Left 

and Right on the Directional Pad to switch between the pirates. It’s 
a good policy to control the character with the lowest amount of 
health. The game ends if any of the pirates in your control fall in 
battle, so make sure to keep them alive. The best way to keep all of 
your pirates alive is to collect any health pickups with the pirate that 
needs them the most. Furthermore, you can tease additional health 
pickups out of your enemies by using Finishing Moves on them. 


p:10 Xbox 360 & PlayStation 3 


Back-to-Back 


H 
1 
1 


Stay close to your allies during heated battles to trigger 


automatic—and very cool looking—back-to-back special 


—Á 


————— 


maneuvers. These typically happen when you evade an 
tacoming attack while 
Ou re standing next to 
a fellow porate. Back-to- 
back maneuvers deliver 
decent damage and earn 


Notoriety. 


ennai tino oda 


treten al 


DUELING 


Many of the key “boss battles” in the game play out as a one-on- 
one duel. Dueling takes place along a horizontal plane, and the 
characters move automatically—you get to forget about movement 
controls and focus squarely on controlling your character’s sword! 
During a duel, there are three circular jewels near the enemy. 
Respectively, these jewels represent a high attack, a medium lunge, 
and a low strike. Watch for the jewel to turn gray, and quickly press 
Up, Away, or 
Down to defend 
the attack. If 

your defense is 
successful, the 
jewel will turn 
green. If not, it 
will turn red and 
your character will 


suffer damage. 


Xbox 360 & PlayStation 3: The Pirate Life 


Each time you successfully defend an incoming strike, the Special 
Meter fills a little bit more. When the bar is half full, you can 
perform a counter or a special move. When the bar is completely 


full, you can perform two moves without recharging it. This allows 
you to perform a counter and then, after starting an attack, perform 


Overall Story Mode 


a spinning move. 


Notoriety Rankings. 
Points Rank 
[m d 


Attacking the enemy is similar to defending. Press Up or Down on 
the movement controls to strike high or low, or press toward your 


DISTRIBUTION 


adversary to make a lunging strike. Queue up a chain of attacks by 


tapping in the direction of your next strike before the current one 
hits. Often, the only way to truly land a hit on an enemy is to mix 
up high and low strikes. Lunging attacks are often effective, but 
Task Points 
Sisson Conte 500 | 


5 
Calypso Piece 100 


they end a combo. You cannot follow a lunging attack with another 
sword strike. 


| OTORIETY 


Jacks quest to become the most notorious pirate to ever sail the 
seven seas is almost as important to him as escaping his deal with 
Davy Jones. You begin the game as Jack with zero Notoriety points 
and the rank of Landlubber. This is completely unacceptable for a 
pirate of Jack’s stature. Increase Notoriety throughout the game by 
using sophisticated attacks, performing Jackanisms, finding hidden 
items, and completing sub-missions. As you increase your Notoriety, 
you increase in rank within Story Mode as a whole, as well in each 
chapter. The following tables detail the Notoriety point system. 


NOTORIETY RANKINGS 


Individual Chapter — 


Notoriety Rankings —- 

Rank 

Landlubber 

Cabin Boy 

2,500 
4000 | Capan 


Points 
E x. 


NOTORIETY POINTS 


Task Points 


Action Points 


Finishing Move Bonus 50 

— Easy 

Finishing Move Bonus 100 

— Super Hard 

Swordsmanship Bonus 


— 50% full 


Swordsmanship Bonus 
— 75% full 


Swordsmanship Bonus 
— 100% full 
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1 ferred to as the Prison 


sent to die—slowly in a cell 


f as carrion for the crows if 


e other than Captain Jack 
st as he suavely extricates 
fo learn about this legendary 
captain of the B Pearl, butt will kaveto wait Tor no ^, the most 


important b v is that he must escape the Prison Fortress. 


, Free Teague. Destroy the door located at ^ Aid Teague in defeating the : 4 Collect seven Letters. 
the bottom of the bridge. prison guards. T ; 
^ Release the remaining b ^ Find the Calypso Piece. 
prisoners. ^ Shoot the shields. : 
E. Defeat the prison guards. p. Navigate the cliff face. 


Prison, Guaap 


Prison Guards are 

low-level adversaries 

with more brawn | 

than brain. They are i | | in 
unskilled Swordsman i | : 
and lack the ability to 
Work as a team. Jack h 
Parrying their attacks a 
them look foolish. 


| The Assassin is a 
> 4 much stronger and 
as little trouble - 3 far more skilled 
nd making j = foe. The Assassin 
À is capable of swift 


maneuvers and deft 

swordplay. He can also attack without 
a weapon. It's best to build up a 
Finishing Move before challenging an 
Assassin to a fight. 


Xbox 360 & PlayStation 3: Walkthrough 


Gunpowder Store 


Find an iron bar lying í 
floor, and force open 

- door so that you and | 
can escape. 


The game begins with 

Jack Sparrow locke 

in a dingy cell in an 

prison. It doesnt take 

long to break free fi 

confines, but he ca 

alone. He needs Teag 

help. Approach the 

on the ground near Te 

cell and pick it up. Wit 

bar in hand, approach | 

door of the middle cell 

follow the onscreen bu START 
prompt to break open th "X 
ues Remember, He jus r Jailblock 
Will Turner had said t 

fateful day in Port Ro 

all about leverage! 


EASE THE REM [N 
PRISONERS IN THE UPPER CEI 


You'll never break through the main prison gate alone. Find more iron bars 
and release your fellow inmates from the upper cells to help you escape. 


There are two other inmates in the jail block area that need freeing. 
Climb the stairs to the west of Jack's cell and locate an iron bar on 
the ground near the prisoner. Free him just as you did Teague. The 
freed prisoner descends the stairs toward the main gate, but theres 
one more person 

to liberate. Climb 

the next flight of 

stairs and use the 

iron bar in front 

of the cell at the 

top to release the 

final inmate. 


— MR 


Elevator: 
Room 


Reusing ems 


Each iron bar that Opens a prison cell lasts for only Ong 
usage. while this is fine for this introductory stage, ds 
important to realize that not all items break after one use. 
Kaives, for example, can be thrown at an enemy and picked 


up to be used Agar. 


|; AND DEFEAT THE 


PRISON GUARDS 


The prisoners break down the gate, but the prison guards block your 
escape route. You must deal with them before you can get away. 


RI LT EIEI EIE SEP eX 1 mig EE 


The green chest located around the corner from Jack's cell 
at the start of the game is a Jackanism Chest. However, you 
cannot open it during your first play-through. Jackanism 
Chests contain valuable Treasure Trove items and can 

be opened only by collecting three Shrunken Heads and 
performing a Jackanism next to the chest. To open this 
particular chest, you must replay the level after you earn the 
Jackanism ability. 


The two prisoners from upstairs make quick work of the prison 
gate. Once the gate is knocked down, rush past Teague to intercept 
the approaching prison guards. This particular brand of prison 
guard isn't terribly smart, nor very skilled in combat—certainly 

no match for a pirate captain! Press the Attack button to strike 
quickly with the sword. It should take only two or three slashes to 
stun one of these 
prison guards. 
Once they're 
stunned, they are 


follow- up sword 
slash or punch. 


Jack faces eight prison guards in this battle, but they never attack 
more than one or two at a time. Quickly stun the nearest prison 


your attacks ito the habit 
attacks. The more flamboyant and varied your battle tactics are, the 
_ more Notoriety you'll eventually earn. 


performing combination 


PARRYING IS THE 
Key To VICTORY 


| || Ifyou want to bea 
swashbuckling pirate, 
|| then you have to learn to 
skillfully—and stylishly— 
evade enemy attacks. Look 
for the red highlight under 
an assailant’s feet, and 
immediately face his direction while you hold the m 
button. If you do this quickly enough, and you hold the - 
Attack button for a sufficient duration, Jack (or wh: 
| character you're controlling) automatically avoids the attack, 
|| rendering the opponent defenseless against a counterattack. 
Not only that, but Jack will also make the attacker look 

| foolish in the process! 


FoLLow TEAGUE 


Use your compass and follow Teague through the prison in order to escape. 
Deal with any resistance you meet from the guards along the way. 


Go through the door to the east and sprint up the stairs after Teague. 
There are several health pickups on the floor above. These come in 
handy, so note their location and return to top off your health after 
you suffer damage during battle. Speaking of battle, another six 
prison guards attack in this hallway. They engage you in pairs, which 
means you can put them down just as those on the floor below. 


Proceed through the iron door 
on the left, and continue up the 
stairs to the chest containing 
the Letter. Finding this letter 
nets Jack 100 Notoriety. There 
are six more to find, so keep 
your eyes peeled! 


About Collectibles 

Each chapter in Pirates of the Caribbean: At world's End 
Contains Sever special items scattered throughout the area. 
In the Prison Fortress, this item is a Letter. Fi nding these 
items nets impressive boosts to your Notoriety score, which 
creases your prate rank. Finding all seven items unlocks 
an Achievement (Xbox 360 version only). The locations of 
these items are included in this guide's maps. There are two 
fips to keep U^ mind when you look for these items: First, be 
thorough! Look behind doors, (^ corners, and on ledges for 
chests that may not be completely obvious. Secondly, ignore 
the compass! The Compass tells you where you need to 99, 
but valuable items like these are seldom located along the 
beaten path. Be sure to look in out-of-the-way places. 


Xbox 360 & PlayStation 3: Walkthrough 


e room at the top of the stairs contains a lone prison guard 
€ ring out over a ledge. Rush up behind him and press the _ 
Grapple button to grab hold of him. Push the movement controls 
ward the ledge to throw him over—this sort of elaborate kill net: 
ack an extra 50 Notoriety! 


Unfortunately for Jack, six other prison guards hear the screams of 

the freefalling enemy and charge into the room. Grab hold of the lead 
enemy and throw him into the others to gain even more Notoriety. This 
also knocks down the other guards. Use the Grapple button to grab hold 
of enemies, punch them a few times, and then throw them into others 
to build up more elaborate attack combos. Defeat the six prison guards 
and continue following Teague through the door to the north. 


Place an explosive barrel in front of the door and use your s! 


The gunpowder store contains three explosive barrels th 
used to blow through the wall to the north—this is ow 
around locked doors! Carry one of the barrels over to t 
set it down. Press the Attack button to make Jack u 
spark the fuse. Once the fuse lights, Jack has rough 

to run for cover wes - 

from the ensuing 

explosion—be sure 

to get at least a half 

dozen steps away 

from the blast to 

avoid suffering 

collateral damage. 

Three prison- 

guards hear the 

Grab the Letter from the chest in the cell to the left, and follow the blast and come 

trail of Money Bags around the corner to the Gunpowder Store, where T unning in from 

Teague awaits. Money is a powerful thing to a pirate. Although there the north, so be 

arent any shops or mead-hawking wenches to spend your riches on, ready to fight! 

finding Money Bags adds 25 Notoriety to Jacks rating. 


GUNPOWDER Tnar! 


Dont blow apart the wall 
and door just yet! First, 
place one of the other two 
barrels a step or two in 
front of the door (toward 
the center of the room). 
With this second barrel 
in place, light the barrel near the door to blow a hole in the 
= wall—be sure to take cover. After the explosion, quickly rush 
* forward to spark the fuse on the second barrel, and again 
retreat to the south end of the room. If you do this correctly, 
the second barrel explodes just as the three prison guards 


come running toward it. Catching all three prison guards in 


the blast nets Jack an extra 100 Notoriety! | 


M d 


Descend the stairs on the right-hand side to collect some additional 
money and to find another Letter. Return upstairs and continue 
straight across to the west to another cell block. Follow the trail of 
Money Bags up the stairs and into the Armory. 


31 OOT ALL THREE SHIELDS 
ON THE WALL 


Best get some target practice while you have the chance. The shields on 
the wall should suffice. 


The Armory is one of the larger rooms in the Prison Fortress and 
features a wide-open lower level and a balcony that runs above it. 
Teague instructs you to pick up the Flintlocks on the tables and 

4 use them to shoot the shields adorning the columns near the ledge. 
Approach a table to pick up the weapon, turn around to face the 
shield, and press the Fire Flintlock button. Pirates of the Caribbean: 
At Worlds End provides a fair amount of auto-aiming so you needn't 
worry too much about lining up your target or moving a targetir 
reticule. Instead, just face the target and shoot! Use the Flint 
to shoot the three shields; knocking the right-hand shield 
wall reveals a secret lever. 


Dont pull the lever just yet! First, climb the stairs and take a 


running leap across the gap in the balcony to reach the chest in the 


rooms northeast corner—it contains four Money Bags. Drop back to 


the ground 
level and 
locate the 
other chests, 
one of which 
contains 

the fourth 
Letter. 


a NES TRU 


Flintlock Ammo 


You can carry up to three rounds of ammo for the Flintlock. 


Each time you pick up a Flintloc y yo" add one round of 
ammo to your stash. The upper left corner of the screen 


shows the current number of shots yok Gan fire. 


Pull the lever to open the gate leading out of the Armory. Three 


prison guards come running in to attack, so be on guard. Shoot one 
with the Flintlock, then throw the other two guards over the edge. 
This yields plenty of Notoriety while conserving ammo. Gather up 
the health pickups and any extra Flintlock ammo and follow Teague _ 


through the door. 


Follow Teague 


nica 


coon SERN SERENE 
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ow TEAGUE [ 


The trail of Money Bags leads to a ledge hi; 
Stores floor. Here, Jack must take a running | 
Assisted Jump. Back up to the far 
the Sprint button while running to 
Jump button just as Jack re 
leap across the gap and s 
He then hoists hims 


FEAR OF FALLING 


Depending on the height of the fall, Jack may or may not 
suffer damage if he simply steps off and drops to the ground 
below. Nevertheless, leaping from a high ledge will likely 
cause him harm. If you fall during this initial attempt at 

a Sword-Assisted Jump, simply gather up any remaining 
health pickups in the Gunpowder Store or Armory and 
double back to the ledge and try again. 


Tiptoe to the right, across the top of the wall, to find another Letter - 

in a chest. Then proceed after Teague. Collect the Money Bags 
om the chest in the cell to the north, then follow the compass as it 
oints southward through the corridor and out into the rain-soaked 

Elevator Room. 


Xbox 360 © PlayStati 


or Room area, as wellas _ 


more of 2 throwing blades. 


foe and earns Jack an 
additional 50 Notoriety. 
- The prison guards 
here waste no time 
attacking Jack, so be 
on the lookout for the 
red highlights under 
their feet, and ready a 
defensive parry! Throw 
one of the prison guards 
into the others to knock 
them down—this buys 
Jack some time to pick 
up another Dagger. 


Gather up the Money Bags from inside the candlelit room to the 
southeast of the yard. Then approach the shaft to the south, where 
Teague awaits. Hold the Sprint button while you run up one side of 
the shaft to make Jack stab his sword into the wall. Press the Jump 
button to leap across to the other side. Repeat this back and forth in 
zigzag fashion to make Jack scale the shaft. 


Take a moment to gather up the Money Bags scattered about the 
upper level, including those within the chest in the covered room 
near the lantern. When youre satisfied with your haul, approach 
the large crate near Teague and press the Sprint button to make 
Jack stick his sword into the crate and push up against it. Slide the 
crate into position near the wall. From there, Jack can use the crate 
to climb onto the ledge to find more Money Bags and the sixth 
Letter. Jump down and head through the large wooden doors to 
reach the Cliffside. 
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CLIFFSIDE 


Teague has successful 
Jack out of the Prison For 
but hes still a long w: 
safety. If hes to truly 
foreboding deathtra 
navigate the cr 

of the cliffs outsi 

starting point, tu 

to find a chest co: 

final Letter. 


direction opposite 


V dod d ] Tightrope Walking 


cameras swing. 
Jack has exceptional balance, but even he can use some help 
from time to time. When you walk across a narrow beam or 
ledge, pay close attention to the slight swing of the camera's 
perspective. H the camera swings to the left of Jack, it 
means that he's starting to hp to the left. Compensate for 
this by gently pressing to the right on the controls. Likewise, 
of the camera starts to swing to the right, you must counter 
d by pressing gently to the left. Should Jack lose his balance 
ond begin to fall, quickly press the Sprint button to make 
him catch himself with his sword. 


Climb up the rock face to the upper landing. Slowly approach 

the narrow ledge on the P: j ortress wall to make Jack sidle 
alongside. Keep a finger near the Sprint button, as the ledge gives 
way between the two windows. Quickly pressing the Sprint button 
is the only way to keep Jack from plummeting to the rocks below. 
Follow the onscreen prompts to shimmy along the ledge to the left, 
climb back into a standing position and, from there, press the Jump 
button to grab the ledge above. Continue shimmying and sidling to 
the left, but beware that the ledge once again crumbles between the 
second set of windows. 


Tiptoe across the beam 
ahead. Watch the camera 
as it pans to the cave 
above the ledge directly 
ahead. This cave contains 
a chest with the Calypso 
Piece in it. Climb the 
ledge to grab the valuab 
parchment, and then. 
back to the main | 
From here, hold the 
button as you run 
the ladder-like wall 
climb it to the Vista. 
entrance. Use the Flin 
and Jack’s grappling al 
to defeat the handful ¢ 
i Prison Guards located 
: here. Collect the health — 
pickups and follow Teague 
through the large door. 


The prison guards block your escape route. You must deal with them 
before you can get away. 


Grab the Money Bags from the cell on the right, and pick up the 
Flintlock and explosive barrel up ahead. Press the Attack button 
(or Punch button) to throw the barrel down the corridor toward 
the two prison guards ahead. Wait for the barrel to roll far enough 
away, then fire 
the Flintlock to 
detonate it. This 
not only eliminates 
the resistance, 
but it also earns 

| Jack a swift 100 
Notoriety! 


or Jack outside 


the Swordsmanship Meter begins to fill. 
Watch for the onscreen prompt indicating 
its time to perform a Finishing Move. 
Finishing Moves are elaborate attacks 
that are sometimes necessary to defeat 
ugher enemies. Not only are they 

in to watch, but they also earn Jack 
nal Notoriety and usually cause 
victim to drop a health pickup 

d Money Bag. 


Continue fighting the prison guards. Avoid directly confrontin 
the Assassin that appears until you fill at least two segments of _ 
the Swordsmanship Meter. You can then engage the Assassin by 


attacking repeatedly with the sword. Watch for the onscreen button 


prompt and quickly hold the Lock-On button, then press whatever 
button flashes on the screen to perform the Finishing Move. 


E. 
f inishing Moves 
Performing af wishing Move depletes the Swordsmanship 
Meter with each use. A key tactic is to fill the 
Swordsmanship Meter by defeating lesser enemies via 
traditional means. Although this forgoes the occasional 
Notoriety increase by not using Fi inishing Moves as often 
as you may wish, ensures that you have plenty of tricks 
up your sleeve when against tougher foes. The three main 
playable characters in the game cah garh up to four 
different Fi inishing Moves. 
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Just as Jack and Teague are prep 
from the Prison Fortress, the pri: 


Special Meter Deplet LOA 


Gatling he during a duel empties your Spesial Meter and 
gives the aggressor the advantage. H you're to successfully 


———Ó 


counter the attack, you must fill the Special Meter without 
getting hä. Pay attention to the enemy's attack signals and 


cin 


ractice your defense. 
P 7 


When you duel, you must use the movement controls to defend 
against high, mid, or low attacks. Look for the gray gem to 
appear in the circle, and quickly press the movement control 
either up, away from the enemy, or down to defend against the 
attack. Defend against successive attacks to build up the Special 
Meter at the top of the screen. Once the meter is filled, you 

can perform a counterattack to turn the tide of the duel. To do 
so, defend against another attack and quickly press either the 
Jump, Punch, or Grapple button to counter. Once you're on 
the offensive, press up, down, or toward the enemy to attack at 
different heights. Chain multiple strikes together to probe for 
a weakness—combos, such as 

high-high-mid or low-low-high, 

work well! The prison guard can 

counter one of your attacks, so 

be prepared to shift back 

to defense quickly. You can 

win this duel without too 

much trouble. 


Mordillah decides to take matters into his own hands and 
challenges Jack to a duel on the bridge's stairs. Jack and 
Mordillah lock blades as soon as the battle begins. When the 
Battle Meter appears at the bottom of the screen, you must 
immediately tap the two highlighted buttons as fast as possible 
to overcome your adversary. Fill Jack's side of the Battle Meter to 
make him shove Mordillah down the stairs. Doing so gains Jack 
an extra 50 Notoriety. 


The Special Meter now automatically fills for the sake of the 
tutorial. Strike at Mordillah with the movement controls 
to start a chain of attacks. Then press the Attack button 
to perform a Special Attack. This not only delivers 
a large amount of damage to Mordillah (and 
is unblockable), but also gains Jack extra 
I uw. Notoriety. From here on, it's up to you 
P * . todefeat Mordillah using what you've 
learned. Mordillah often attacks with 
a lengthy series of high attacks. Defend 
these to build up the Special Meter and 
> : finish him off with a counterattack. 
D 


ex m fee TS | =. : 
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PorT ROYAL 


Thanks to Teague, Jack was able to escape from the Prison Fortress in a 
coffin and paddle his way back to the Black Pearl, where none other than 
his old friend Will Turner awaited him. Jack explains the deal he made 
with Davy Jores and his need to return to Port Royal to see the voodoo 
priestess, Tia Dalma. Jack and Will certainly run the risk of getting 
arrested in Port Royal, so Keeping a low profile is of utmost importance. 


ii 


p 


“PCL 
* 


Find Tia Dalma. 


Collect Will's wanted 
posters. 


ES 
* 
a 


Head to the tavern. 


Defeat Vasquez’s men. 


= 


Sabotage the hangman’s 4 Collect seven Periwigs. 


rope. 


AR Raise the portcullis. AÈ Find the Calypso Piece. 


Defeat the soldiers. 
p:4 Escape from the fort. 


E Tear down the extra ten 


Visit the Blacksmith. posters. 


Defeat Vasquez in a duel. 


Corte, Conc 


MARINES 


Marines, also known 
as red coats, attack 
in large groups and 
prefer unarmed 
battle to Swordplay, 
although they will use 
Swords and the occasional musket 
Marines are more resilient than 
low-level pirate thugs and are mori 
aggressive in battle. Don’t dé 


to use a Jackanism attack 


if you’ 
Surrounded! do 


Unlike their 
subordinates, Marine 

_ Lieutenants wear 

1 a distinctive blue 

coat and wig and 
are far more capable 
in combat. Marine Lieutenants are 
difficult to defeat without either using 
a Jackanism, a Flintlock, or a Finishing 
Move. Don't turn your back on a 
Marine Lieutenant until you know he's 
really down for the count! 


VAZQUEZ $ MEN 


Vazquez's men are 
little more than 
your run-of-the-mill 
pirates. These men 
attack with swords, 
but charge into battle 
with little skill and even less teamwork. 
They can be dispatched swiftly with a 
couple of quick strikes from the sword. 
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Tia Dalma and Jack go way back. Seek her 
counsel about Jack's deal with Davy Jones. _ 


Head west from the pier to ret 
solid ground, and follow th 
Money Bags southward. Co 
the iron bar from the chest on 
ground. Climb the stairs in the 
corner of the area to find Tia 
Dalma, the voodoo priestess. 


Tia Dalma knows all about Jack's deal with 
Davy Jones and provides Jack with a jar of 
dirt that should help keep Davy Jones at bay. 

Legend has it that Davy Jones can only set 
foot on solid ground once every ten years 


and that the sea creature he controls must 

remain in deep water. The jar of dirt should 
be enough to keep Jack safe until he finds the 
key to the chest with Davy Jones heart! 


REMOVE THE WANTED 
PosTERs OF WILL 


Will is a wanted man. Remove all of his wanted posters from Beckett’s 
“Dock so he won't get arrested and can help you find Capitaine Chevalle. 


€ 
eO PERIWIG COLLECTING 


Press the Jump button near the rope in the corner to make 
Jack leap onto it. Climb the rope to the roof above the porch 
and jump off. Collect the Money Bags and open the chest at 
the far end to find the first Periwig. There are seven Periwigs 
in Port Royal and each is worth 100 Notoriety. 


Jack needs to tear down the five wanted posters scattered throughout 
Port Royal. The locations of the posters are as follows: 


Nm 


he base 
{ie VASE 


toward th 


eastern Side ot 


north-facing side 


ne tower 


A tod d p Pers 


The most difficult to find Periwig is locked behind the door 
undar the docks middle archway. Get the pipe from the 
chest at the area's south end and use it to Pry oper the 


locked d oor. 


Climb the ladder near the final wanted poster. Shimmy along 
the ledge above it to the rooftop on the right. The chest that 

contains the second Periwig is atop this roof. Consult the maps 
in this walkthrough for the locations of the other Periwigs. 


E 


AA 


Fie- 


ed 


Cross the arched 
bridge toward the gate 
leading to Port Royal's 
Main Street area. Five 
unarmed Marines try 
to apprehend you on 
the bridge, so be ready 
to brawl! Grab the 
nearest Marine and 
throw him into the 
others to gain a wealth 
of Notoriety—50 
points per Marine! 
Use a bevy of punches 
and kicks to knock the 
others unconscious, 
and then continue 
through the gate. 
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iD VasqQuEZ——HeE May Have 
INFORMATION FoR You 


Go find Vasquez, an old acquaintance of Jack. He might have information on Capitaine Chevalle’s hanging today. 


Main Street is quite busy today, and there are plenty of townsfolk out and about. Several sit around and chat it up while others busily walk 
down the street running errands. However, one man isn't talking with anyone or intently marching toward an unnamed destination. He just 
~ leans against the wall near the 
sign-painting business at the street's 


west end. This is Vasquez. Explore all of 
Main Streets nooks and crannies to 

collect the Money Bags and the Periwig 
on the balcony. When you're ready, talk 
to Vasquez. 


sat 


Hanrahan | Sub-Mission: The Infamous Will Turner 


You may have torn down the five wanted posters in Beckett's 


Dock, but there are ten more in Port Royall Five of them are 


located along Main Street alone! Consult the accompanying 


map to find the five wanted posters in Maw Street. More 


of these wanted posters are located in the tavern square and 


the warehouse docks areas. Tear down all 10 of these extra 


| posters to earn 500 Notoriety! 


p:26 Xbox360@P, 
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Go To THE TAVERN 


Go to the Tavern and meet up with Vasquez's crewmen. They have some 
information on Capitaine Chevalle. Vazquez said he'll join you later. 


Go through the door near Vasquez to enter the Tavern Square area. 
Jack won't take more than five steps into the square before getting 
attacked by Vasquezs men— it was a trap! Quickly use a Jackanism 
to defeat the surrounding assailants—hold the Sprint and Lock- 
On buttons while you press the Attack button. Then pursue the 
stragglers while the sword continues to glow in order to collect 
their souls. 


US wo a d cu um UT. * Once you finish off the last of Vasquez’s men, a handful of M 
s hrunken H rad 5 and S oul Col lect tag | catch wind of the scuffle and attack in a second wave. Don’ 

` to use the Flintlock against them if you get surrounded. Its 
Teague gave Jock A single Shrunken Head at the end of _ helpful to grab the nearest Marine and throw him into the o 
Prison Fortress. Tia Dalma explains what it is. These - Build up the Swordsmanship Meter to perform a Finishing M 


Shrunken Heads allow Jack to perform a Jackanism attack, | the Marine dressed in blue, as he is their leader and is far tough 
t. defeat than the others. : 


which instantly kills those nearest Jack and makes kis sword 
glow green for several seconds afterward. Striking ah enemy 
with the Jaskanism Sword while it glows green downs the 


enemy and allows Jack to collect the adversary's soul. 


1 side of the square. 
ess to dispose of Vazsquez’s 
or the East India Trading 


evalle is due to is hanged in the Fort today. Find the 
hangman’ s rope and | sabotage it to save Capitaine Chevalle’s neck. 


Climb the stairs opposite the bar and follow the balcony to the 
narrow ledge. Don't miss the wanted poster on the right. Sidle 
along the narrow ledge to the other balcony. The ledge breaks in the 
center, so be ready to press the Sprint button. Locate the hangman's 
rope hanging near the door. Stand in front of the rope and press 
the Attack button to partially slice it. There's no way it will hold 
Capitaine Chevalle now! 


Hanrahan mentioned a guy called Montanari and the rum smugglers as a 
means to get into the Fort where Capitaine Chevalle is to be hanged. Pay 
Vasquez a visit in the Blacksmith shop before finding the smugglers. ; 


Exit the tavern square and return to Port Royal's Main Street area. 
Follow the compass as it leads Jack around the bend toward the 
blacksmith shop on the left. Inside, Jack immediately engages 
Vasquez in a duel amongst the rafters. 
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between high and low strikes—and he never performs a thrusting mid-height attack—he does vary his attacks enough to keep 
you on your toes. Watch for two or three high slashes followed by a low slash or vice-versa. Focus your attention on the gray 


Gy es S(t) 


bas 
Jack 


The battle isn't over when Jack knocks Vasquez to the 


ground. Instead, the duel continues on the floor with both | : (m 
men getting replenished health meters, although Vasquez’s | 
is slightly depleted from the fall. Vasquez does a good 

job of avoiding thrusting attacks, so refrain from using 


hem. Continue to attack high or low, and then mix ina LE = 


ike from a different height to catch Vasquez off guard. 
oid trying for an extra offensive strike after you back 


asquez up into a corner, as he locks Jack's sword against 
the floor and sucker-punches him. Although this doesn't 
inflict much damage, it does give Vasquez an advantage 
on offense. Continue to deflect his attacks and use Special 
Attacks to quickly defeat him. 


AREHOUSE Doc 


ENN 


\ Smugglers 


TALK TO THE SMUGGLERS FOR 
PASSAGE TO THE FORT 


ind Montanari and the rum smugglers as Hanrahan suggested. They may 
be able to get you into the Fort. 


The rum smugglers are just a few steps away from the warehouse 
dock entrance, but don't speak to them just yet. Instead, take a 
quick look around the area to collect the numerous Money Bags, 
Heads, and especially the Periwig in the north end of the 


waterwheel 


standing near 
Lieutenant Floyd 


Finp LIEUTENANT FLOYD AND 
DEFEAT HIM AND Hirs MEN 


Find Lieutenant Floyd and defeat all his men to save Montanari and allow 
the rum smugglers to get on with their business. 


As Jack rounds the corner, Lieutenant Floyd’s men are just getting 
through beating up Montanari. They quickly throw the elderly pirate 
to the ground to focus on the younger Captain Jack Sparrow. This 

is an unarmed battle, so you can't use the Jackanism Sword here! 
Instead, grab the nearest Marine and throw him into the others like 
a bowling ball knocking down so many pins. These Marines return 
to their feet quickly and attempt to punch and kick Jack from all 
sides—keep moving. Quickly punch or kick the Marines once to 
stun them, and then repeat the grab-and-throw maneuver to knock 
them down. 


Once you've knocked out the last of Lieutenant Floyd's men, return 


to the pier and get the pipe inside the chest. Use this pipe to open 
the metal gate 

atop the concrete 
steps in the area's 
southwest corner. 
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Defeat the additional Marines in the tunnel 
Lieutenant Floyd and even more of his men 
the tunnel to fight. Although this is an unz 
Jack Sparrow is a pirate and is free to fight by h 
ahead and fire the Flintlock at Lieutenant Floyc 
bit! Finish off his men with punches and kicks. 
Lieutenant Floyd until you knock him out. Th 
enemies here to deal with, but its a winnable ba 
don’t get surrounded. : 


where Lieutenant Floyd was hiding. There is a Periwig atop the 
stairs, as well as the tenth and final wanted poster. Tearing down ; 


Bell Tower. 
Lever Lever 


Jack ond Wil Together 


You can now switch control between both Captain Jock 


Capitaine Chevalle has escaped and now you must save yourselves. The : : : 
bell tower is the only safe place to jump into the sea. Locate the levers | Sparrow and Will Turner. To do so, simply tap Left or Right 
around the Fort to raise the portcullis and aid your escape. | on the Directional Pad. Jack and Will each have identical 


health meters, Flintlocks, and swords, but only Jock has the 
power to use the Jackanisnn Sword and Shrunken Heads. 
It's important to monitor both of their health meters at all 
times. Whenever one character's health starts to run low, 
switch to the other and find some health pickups for the 


ailing character. 


All the surviving Marines are in the Fort, and they are not happy 
about Capitaine Chevalle’s escape! Quickly use a Jackanism attack 
to eradicate the initial wave of Marines. Use the Jackanism Sword to 
collect souls from the reinforcements as you work around the area's 
perimeter in a clockwise direction. Collect the Shrunken Heads 
from the chest and atop the gallows, and then proceed toward the 
stairs in the southwest corner. 


gor eX gor ear or eor ex i 


You have unlocked a Treasure Trove chest! ^ 


Use three Shrunken Heads to perform a Jackanism near the 
green Jackanism Chest at the base of the stairs in the area’s 
southwest corner. Doing so unlocks 15 character models in 
the Treasure Trove area. 
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Take control of Will and run up the stairs in the southwest corner. 
Fight across the landing in kwise direction to the first lever. 
This lever controls the gate barring the room in the Fort's northeast 
corner. Make sure Will has plenty of health and doesnt have too 
many Marines nearby, and then switch back to Jack. Enter the room 
to the northeast and pull each of the two levers in the back to raise 
the portcullis gates. 


| Finding the Calypso Piece 


Take control of the character with the lowest health and 
climb the trellis in the Fort’s southeast corner. Shimmy 
along the ledge to the scaffolding, and run across the beam 
to the other platform. Leap up to the ledge above, and 
shimmy around 
the corner to 
the landing 

on the right. 
The lever here 
controls the 
gate fo the 
room in the 
Forts southeast 
corner. A chest 


aside this room 


contains the 


for Port Royal. 


ie 


) 


| FIRE Away! 


|| You can earn an additional 500 Notoriety points by firing all 


|| 


| 10 cannons around the Fort. 
i| 
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VAL THE BLACK PEARL WITH 


You must signal the B/ack Pearlto aid your escape from Port Royal. Find a pitch barrel to light your sword and 
spark a cannon. Then escape through the open portcullis. 


- Finish off the Marines and the Lieutenant that attack near the portcullis gate levers. Then switch back to 
"Will. Collect the remaining items atop the Fort wall, and locate a barrel of pitch near the cannons. Press 
the Interact button to have Will dip his sword into the barrel. This sets the sword aflame, making it a 
very useful weapon and allowing Will to fire a cannon to signal the Black Pearl. Stand behind one of the 
cannons and press the Attack button to light it. 


onto the bell tower. The twosome leaps from the bell tower only when both are in place; y: 
have to switch back and forth between Jack and Will to guide both of them to the esca! 


hest. 


4 Defend the B/ack Pearl. 


4 Find Davy Jones's Key. 


QB Find the musical sheet 
pieces. 


Flying Durch 
CREW 


The crew of the 
Flying Dutchman 
differs from the 
Scalawags Jack has 
fought elsewhere in 


aboare h 


4 Solve the musical riddle. 


^ Pilot the Flying Dutchman. 


MACKS 


that they are the undead. They can’t be {Maccus is one of 
knocked down, they can't be stabbed Davy Jones's trusted 


with a dagger, and they emerge 
from floors and walls in an almost 
Unstoppable Surge. Fortunately, they 
are not terribly Skilled in Swordplay 
and can be defeated with ease. 


mates aboard the 

Flying Dutchman and 

is a good bit tougher 

3 ical 

RRR continues to get 
back up after getting knocked pee 
even if he's shot with a Flintlock 58 
must hit him with a Finishing ur 
finally put him down for the count. 


^ Collect seven Nautilus 
Shells. 


^ Find the Calypso Piece. 


t Stop the Cannons Firing. 


BATLIN 


Ratlin, like Maccus, 

is another trusted 

Shipmate of Davy 

Jones and has the 

battle skills to match 

his high rank aboard 
the ship. Ratlin Continues to fight 
tooth and nail until he has been hit 
with a Finishing Move. 


BLACK PEARL - 


DEFEAT Maccus AND 


DEFEND THE BLACK PEARL 


You begin the battle as Will Turner while Captain 
the undefeatable Davy Jones on the ship’s bow. Q 
to Jack and guide him down the stairs, into the 
deck, to keep him from dying by the sword of Das 
aboard the Black Pearl is one of controlled chaos, a 
try to fend off the undead pirates of the Flying Dut 
members of the Flying Dutchman crew are ever 
amongst them is the dread-pirate Maccus. 


Xbox 360 & PlayStation 3: Walkthrough 


u l Finishing Move! Take a minute to fight the lower- 

level foes first in order to build up the Swordsmanship Meter. Use 

mixture of punches and sword slashes to fill the meter, and then 
rn your attention to Maccus. Repeatedly tap the Attack button 


Jacks wants you to collect Davy Jones’s key from the Flying 
Dutchman, but first you have to find a way to board her. 


Approach the rigging on the Black Pearl's port side (the side 
facing the Flying Dutchman) and press the Interact button to 
make Will clench his sword in his teeth and begin climbing 
the ropes. Tiptoe across the beam to the rope, and press 

í tton to make Will swing across to the beam 


he Interact. 
Du chman's center mast. 


= 
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Xbox 360 & PlayStation 3: Walkthrough 


Carefully walk along the beam to collect the Money Bags from the 
platform ahead, and then jump to the rope on the right. Descend 
the rope to the Flying Dutchman’s main deck and prepare for battle! - 


Defeat any Dutchman crew you meet on deck and then find a wa 
seaweed blocking the door so you can enter. 


Much of the fighting aboard the Flying Dutchman take 
upper bow and stern decks, neither of which Will ca 
time. Instead, focus on eliminating the Dutchman 
the central deck, especially those near the cannon on 

up the Money Bags near the stern and proceed to the 
covered door up front. Dip Will's sword into the be 
ignite it and burn the seaweed off the door—this is V 


Well-Bousd Crew | 
If Will is to survive his stay aboard the Flying Dutchman, he | 


must learn to deal with the undead crewmembers who reach 


Sub-Mission: Stop the Cannons Firing 


You must put eight cannons on the Fi lying Dutchman's 


starboard side out of commission. Search the ship for 


these eight cannons and defeat the crewmembers Panning 
them. The first of these cannons is on the main deck, while 
the others are v. the decks below. Consult the text for the 
“Locate the Organ Room” section to find the remaining seven 


out to him from within the ship's walls. Whenever you spot 


Purch button to 


stun d, and then 


E 
one of these horrifying creatures, quickly press the Attack or | 
i 


CARKOAS. Eliminating the crew manning all eight CA ROAS repeatedly fap 
£AYAS you ah additional 500 Notoriety. the Grapple 
button to yank 
i from the wall. 


CATE THE ORGAN ROOM 


Davy Jones keeps his key close, search the ship for the Organ Room and Ceo 0 OMNE IMG a ee 
see if you can locate it. 
Go through the door to enter the Gun Deck's main area. You can 


Grab the Nautilus Shell from beyond the ladder hatch, and quiet four more cannons by slaying the mass of crewmembers 
then descend to the room's lower level. Defeat the Dutchman located here. These low-level pirates are very easy to defeat, as they 
crewmembers to stop another two cannons from firing at the Black carry no swords 

Pearl. Collect the Nautilus Shell near the door and proceed to the and cannot deflect 


any of Will's 
attacks. Slash your 
way through their 
masses and pick up 
the Nautilus Shell 
near the swaying 
bundle of cargo. 


Pd siding LLL 


Can't Knock Them Down 


Grabbing hold of a Dutchman crewmember and throwing 


him into his brethren does not cause them to comically fall 


to the ground, as was the case with foes in Port Royal. Not 
only does this fail to knock them down, but the attempt 
«ds ^o Notoriety either. 


Xbox 360 & PlayStation 3: Walkthrough 


Proceed through the next door to continue moving toward the 1 
Shell on the left side, near the final manned canon. Eliminate the crewmembers in this area, using the - 


occasional Finishing Move to earn Notoriety. Descen 
the stairs on the left to find the Calypso Piece ina 
chest in the Dutchman Hold. Continue through the- 
door on the right and climb the ladder to reach the 
Organ Room. 


Locate the Nautilus Shell on the left and fight through the dozen Dutchman crewmembers to reach the 


organ at the room’s far end. The organ cannot be played without the music sheets. While he fumbles 
with the organ, Will is visited by his father, Bootstrap Bill Turner—could this be the proof Will needs to 


learn his true family background? 


CN 
FILLING THE SWORDSMANSHIP 


METER 


D THE e Mu € SHEET PIECES IN 
THE ORGAN 


The Organ can't be played without the sheet music. Davy Jones has ripped 
it into two sections, giving each piece to one of his trusted men. Find them 
in order to play the Organ properly. 


A great way to quickly fill the Swordsmanship Meter inthis | 
| situation is to strike with the sword, then throw a punch, 
| and then finish the attack with another sword slash. This 
| 


Maccus and Ratlin hold the two pieces of the music sheet that 

Will must find. Both are aboard the Flying Dutchman. Descend the 
ladder to the Gun Deck and fight the lesser enemies until you fill the 
Swordsmanship Meter enough to perform a Finishing Move. At this 


time, engage Maccus in a swordfight and watch for the chance to hit S OLVE THE M USICAL P UZZLE 


him with a Finishing Move. Doing so earns a wealth of Notoriety 
and, more importantly, gains Will the first music sheet piece. 


It appears that the key is protected by Davy Jones's monstrous organ. 
Find out the note sequence to play and release the key. 


Return to the Organ Room via the ladder in the Gun Deck, and 
approach the massive organ at the room’s far end. Will automatically 
places the music sheet on the organ—now it's up to you to play the 
notes. Each set of keys has a symbol that corresponds to one of the 
notes on the music sheet. Use the Interact button to play the note 
after selecting the proper key. 


Finish off the remaining enemies to refill the Swordsmanship Meter 
before you descend the spiraling staircase to the Dutchman Hold. 
Once you're in the Hold, grab the Nautilus Shell under the stairs. 
Then defeat the swarming Dutchman crewmembers in this area. 
Ratlin, the leader of this enemy group, possesses the second piece of 
the music sheet. Ratlin has a large, horn-like protuberance sticking 
out of his shoulder and, like Maccus, can be put down only by a 
Finishing Move. Once you defeat him, Ratlin coughs up the second 
piece of the music sheet. 


Second Row, First Key. ; First Row, Fourth Key. 


Third Row, Third Key. : Third Row, First Key. 


Once you play the fourth note correctly, a panel in the floor moves 
and a secret pedestal with the key that Jack seeks rises into the room. 


Datchman Hold 
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A Second Song for the Seventh Nautilus 


The seventh Nautilus Shell can be found only by playing ^ 
second song O^ the organ. After you obtain the key, return to 
the Dutchman Hold deck and use a Finishing Move to defeat 
the mini-boss that appears there. Take the music sheet that 
he drops back to the organ and play the four notes to make 
the seventh and final Nautilus Shell appear. 


~~, 
(s 
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Both of the doors at the end of the Organ Room opposite the 

organ lead back to the Flying Dutchman's main deck. When 

you're ready to complete the level, proceed to either door and 

press the Interact button to have Will go outside and take 
mmand of the Flying Dutchman. 


TORTUGA 


The Governoy may have told Captain Jock that Elizabeth Swann has” 
gone to Tuga in search of Will Turner, but that isn’t the real reason 
Jock Ras come to this rough and tumble port. Jock believes Ke can 
Several of the Pirate Lords in Tortuga, particularly Villanueva and 
Mistress Ching. H Jock is fo get Davy Jones's chest, he musi meet 

with as many Pirate Lords as possible, trcludiag villanueva and 
Mistress Ching! 


Defeat Villanueva’s men 
and find Will. 


Defeat Villanueva’s men. 


QE Heip win deteat his 
attackers. 4 Defend Elizabeth and 


Norrington from the 
drunken pirates. 


Conclave. 


VILLANUEVA $ 


Villanueva's men are 

quite a bit tougher 

than the lowly pirates 

the other Pirate Lords 

have employed. 

For starters, 

Villanueva's men don't hesitate to 
use their Flintlocks in the middle of a 
skirmish. They're also far more likely 
to surround Jack and attack from 
multiple directions. 


^ Chase down Villanueva and 
persuade him to attend the 


ecc0902599999 


The Drunken Pirates 
inside the 12 Daggers 
tavern May not be 
armed with Swords 
OF guns, but their 
intoxication iS as 
dangerous as a well- 


honed bl 
only good thing abo M n 


ut these Stumbling 
are as likely to 
they are to harass 


and use plenty of pu 
to battle through the 


Smelly swarm. 


E Collect seven Pirate Flags. 


4 Find the Calypso Piece. 


Jack isn't in town 

for long before 

Villanuevas men 

come rushing 

toward him with 

swords drawn. 

Quickly fend 

off the initial 

onslaught with deft 

swordplay and a Llc 
few well-placed punches. One of the attackers stands back and fires a 
musket. Wait until he has to reload, and then move in for the kill. 


ollect the Money Bags and Shrunken Skull near Tortugas Faithful 
de district. Most importantly, grab the Grenado off the ground 
near the fallen rifle-toting pirate. Proceed up the alley toward 


he next armed pirate; hold the Interact button to increase your 
Grenado throw’s trajectory, and then release the button to throw 
the explosive. 


Climb the ladder on the side - 
of the alley and leap from 
scaffolding to scaffolding to 
collect the Money Bags. Make 

a running leap across the alley 
to the balcony to find the first 

Pirate Flag. 


CT LT LT LT LTT RT errore ex x 


You have unlocked a Treasure Trove chest! 


The Jackanism Chest in Tortuga is located in the town’s 
Faithful Bride area. It’s out in the open, just to the left of the 
barrel hanging from the rope. Remember to come back to 


open it as soon as you find three Shrunken Heads. 


CarcH Up Wrru WILL 


F Will has run ahead of you to keep an eye on Villanueva; catch up with Will. 


Pick up the Grenado in the alley near the stairs, round the corner, 
and throw it at the second gunman. Collect the Money Bags in 
this area and slowly round the corner to the east to spot the two 
additional pirates near the explosive barrel. Stand outside their 
line of sight, around the corner, and wait for them to reload. 
Quickly step out and fire the Flintlock at the explosive barrel to 
kill them both in one shot. Climb the wall behind their position to 
_ enter the Piggery. ; 


More of Villanueva's men attack in the Piggery— fend them off with 
the bottles and daggers in the area, but be careful not to fire the 
Flintlock with all of that TNT around! Use the iron pipe near the 
shack to break the lock, and retrieve the Pirate Flag inside. 


To continue after 
Will, pick up one 
of the explosive 
barrels and place 
it near the gate to 
the north. Stand 
back and shoot 
the barrel to blast 
open the gate. Will 
is just beyond this 


gate, in an area known as Giselles House. He is under attack 

by a large contingent of Villanuevas men. Throw the other 
explosive barrel toward the gate and detonate it when Villanuevas 
men come funneling into the Piggery. Help Will defeat the 
remaining assailants. 


DEFEAT VILLANUEVA’S MEN AND 
Finp WILL 


There's nothing Jack can do 
right now to stop Will from 
running off in search of his 
true love, Elizabeth Swann. 
He'll have to fend for himself 
for the time being, so let him 
go. The Giselles House area has 
a number of valuable items worth collecting. For starters, use the 
sword to push the large crate that’s in the north corner into position 
beneath the balcony. Climb up and open the chest to find Tortuga’s 
Calypso Piece. 


Jump back to ground level and climb the rope attached to the 
pulley in the area's center. There is a Pirate Flag atop the awning 
overhead, but 
that’s not all. Grab 
onto the ledge 
above and shimmy 
in a clockwise 
direction around 
the perimeter, 

all the way to 

the southwest 
corner of Giselle’s 
House. You'll 

find additional 
chests, Money 
Bags, and another 
Pirate Flag and 
Shrunken Head. 


Use the Grenado to take out the gun-toting pirate up the alley to 

the west. Then blast away those near the gate to the right. Use the 
iron pipe or the explosive barrel to open the gate to the north to find 
another Pirate Flag in the small yard located there. 


Theres a Pirate Flag located behind the wooden doors in an 
alleyway between Giselles House and the Twelve Daggers. You must 
blow up the doors to access this secret area. 


THIRD SHRUNKEN HEAD 


If you've opened all the chests throughout Tortuga up to 
this point, then the Shrunken Head located down the stairs 
on the left should be the last one you need to open the 
Jackanism Chest back in Faithful Bride. This is the pate 
time to run back through Tortuga to open it. 


Proceed up the stairs to the west to find Will. wil 
outside the 12 Daggers bar, but as soon as Jack arri 
in without him. 


12 DAGGERS 


Xbox 360 & PlayStation 3: Walkthrough 


aapa = 


. Defend Elizabeth and the inebriated James Norrington from their drunken 
pirate attackers. 


Will goes inside the 12 Daggers tavern and quickly finds himself in 
an all-out bar brawl. There are dozens of unarmed pirates punching 
and kicking everyone they see. You control Will in this battle. 
However, you also have the opportunity to brawl as Elizabeth. Of 
course, nobody realizes Elizabeth is a woman since she stowed away 
as a man aboard the first ship to Tortuga. 


Rapidly tap the Punch and Attack buttons to brawl your way 
through the crowd, grabbing the Money Bags and health pickups 
scattered around the downstairs area. The many bottles of rum and 
beer serve as great weapons— pick them up and throw them at the 
other brawlers to knock them out and score an extra 75 Notoriety. 
Switch back and forth between Will and Elizabeth to ensure they 
both stay alive and keep on fighting until the duo are the only two 
left standing. 


- Want to earn even more Notoriety? Head upstairs and start 
throwing pirates over the railing. Not only is it a fun way 
to dispose of drunken pirate scum, but each one you send 
sailing off the balcony will also yield 50 Notoriety! 


[TORTUGA (CONT'D 


CHasE Down VILLANUEVA AND 
PERSUADE HIM TO ATTEND THE 
CONCLAVE 


Pursue Villanueva through the streets of Tortuga and persuade him to 
attend the Conclave at Shipwreck City. 


While Will and Elizabeth were busy making a mess of the 12 
Daggers clientele, Jack managed to pursue Villanueva back to the 
Piggery. You regain control of Captain Jack hot on the heels of 
Villanueva. Some of Villanuevas remaining men try to intercede on 
his behalf. Quickly defeat them with sword and punch combinations 
in order to build up the Swordsmanship Meter. Continue the chase 
over the wall and through the alley, back to the starting point near 
the Faithful Bride. 


Jack really has his work cut out for him back at the Faithful Bride. 
Here, nearly a dozen of Villanueva’s men attack simultaneously with 
guns and swords. Grab the Shrunken Head lying on the ground and 
use it to perform a Jackanism to eliminate as many men as possible. 
Finish off the stragglers while the sword still glows to collect as 
many souls as possible. 


Once you defeat the last of Villanuevas men, turn and sprint up 
the ivy-covered wall to the west of the locked gate. Shimmy along 
the ledge under the brothel's balcony to the cracked wall, and drop 
down to the ground on the other side. 


This is the Back Alley area of Tortuga. Collect the Pirate Flag fr 
the chest on the right, and follow the trail of Money Bags back t 
12 Daggers before you proceed toward Scarlett's House. - 


Tortuga's hilliness allows Villanueva to roll several explosive barrels 
downhill toward Jack during the pursuit. These barrels self-detonate 
after several seconds, so steer clear of them. As soon as a barrel 
starts rolling toward Jack, turn tail and run around the corner to 
escape the blast. 


Defeat the small group of assailants up ahead, and climb the terrace 
on the left to reach the two beams leading from awning to awning. 
Tiptoe across the beams and jump down over the wall to the west. 
The final Pirate Flag is in a chest under the wooden platform from 
which Jack just leapt. 


Make your way through the winding streets to Mistress Chings 
area. Use the Grenados in the chest to eliminate the last bunch of 
_ Villanuevas men here, and then climb the rope to the left. 


Xbox 360 & PlayStation 3: Walkthrough 


Make running 

leaps from balcony 

to balcony to 

reach the rope that 

leads across to the 

large house on the 

squares south side. 

Stand beneath the 

rope and press the 

Jump button to jo 
leap up and ride it like a zip line straight through the win 
the street. a — 
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vil lanueva 


Jack duels with Villanueva on the balcony outside Mistress 
Ching’s brothel. Villanueva is not very quick with the sword, 
and you can routinely hit him with standard high-high-low 
combinations. But he does have one trick up his fancy sleeve. 
Watch for Villanueva to jump up and grab the overhead trellis. 
He does this to swing back and forth in an attempt to kick Jack 
in the stomach. Be ready for this and quickly tap the buttons 
that appear onscreen to make Jack back away in time to avoid 
the kick. Continue to deflect Villanueva’s attacks to build up 
the Special Meter, and then attack with one of Jack’s signature 
spinning slashes. 


Mistress Chingy 
Mistress Ching is a far more advanced dueler than Villanueva, 
so don't take her lightly. This duel begins on the brothel's 

ground floor. You must pay close attention to her attacks, as 


they come fast and are quite varied. Deflect her attacks, and 


counterattack as soon as the opportunity arises. Mistress Ching 
takes advantage of 


counterattacking 
opportunities, so 
consider backing 
away once her 
Special Meter is 
lit—you don't 
need her punching 
you! 


The duel with Mistress Ching isn’t over when you deplete her 

health. Instead, it continues on the balcony upstairs. Here, the : 
action is similar but more frantic as her attacks become that 

much harder to avoid. Pay extra attention when you're in front 

of the gong, as she locks blades in attempt to knock your head 

into it! Press the buttons that appear onscreen as fast as you can 

to make sure she’s the one who comes away with the headache. 


Ista CRUCES 


robin nner ear ere 
Caplan Jock's compass led the Black Pearl to the isolated oh ow 


as Isla Cruces, home of a sBvage cannibal tribe-Simee the e 
seems to work better in will's hands, hei 


the booby-trappe jungle i^ search of Davy Je 


alone 


albeit out of sight. Jack 


x Find the chest. 4 Duel with Will Turner and James Norrington. 


4 Collect seven Paprika Tins. 
a 4 Catch Pintel and Ragetti and protect the chest. ^ Race Will back to the beach. 


4 Find the Calypso Piece. 


eoeeeee 
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CANNIBALS 


The inhabitants of \sla z Fo. A. , 
Cruces are a varied bfx | = : = Ta i4 
iot. While some throw Malas ; p 
knives at intruders, à à : = The crew of the Aying 
most rely on less ae arman differs 
eaponry, rom t 
— pene coconuts. The Jaki c ets 
namely d f Isla Cruces are nomatch © - liso Ought 
cannibals 0 word and Flintlock, —i : ere in that 
for à ae ; us them back without 
and you € 
Keep 
much trouble. 
s are aware 


they are the 

undead. Th ; 

: kn ey can't b 
in mind that the À ocked down, the 2 


Y can't b 


: With a € Stabbed 
of their combat : dag 


annibal id 
Poo and have erected booby 


indful 
traps to help their cause. Be mind 
of where you step! 
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Ger, and the 
the water Fortunate) energe from 


: t 
terribly skilled in s Yy, they are not 


ord 
be defeated with be play and can 


Finp Davy JonEs’s CHEST 
Davy Jones’s heart resides in a chest hidden somewhere on Isla Cruces. 
Use the compass to guide you toward your goal. 


Since Jacks compass doesn't seem to work for him very well, he 
hands it over to Will and asks him to lead the way to the chest. 
Gather up the Money Bags on the beach, and note the location of 
the Jackanism Chest to the east, near the water. Grab the Flintlock 
and Grenado from the chest on the right. 


Coconut Concussion 


Striking ary of the 

coconut trees in the center 

of the beach makes the 

free drop a number of 

coconuts. You carn pick 

them “p and use them to 

bludgeon enemies. The best part about attacking SOMLONL 


with a coconut is that the coconut doesn’t break. Pick it up 


9 


and throw it again! 


: Xbox 360 & PlayStation 3: Walkthrough 


Coconut Cliffs 


Proceed up the central path to the Traps area. The narrow path 
snakes past several skeletons strung up as a warning to intruders. 
Pay close attention to the direction that the skeletons face, and don't 
step in front of any of them— be certain to walk around and behind 
them, lest Will get struck by a poison dart and instantly killed. This 
area contains several individual cannibals, but they are no match for 
Will in a one-on-one fight. 


Xbox 260 É Plays: 


op around to the right to avoid an intricate network of skeleton dart traps in the grassy 
area up ahead. Snake back to the northwest via the second left, and continue toward the vine- 
covered rock face. Climb up the wall and fight past the cannibal atop the ledge to reach the 
. lever. Pull the lever to 
rotate all of the dart 
- traps 180 degrees. 


." Return the way you came and circle counterclockwise all the way 


around the dart trap area's perimeter to reach the cave entrance with 
the Money Bags. Pick up the Paprika Tin near the cave entrance, 
and continue northward to the ledge in the distance. 


Take a running leap off the cliff's edge, over the pungee pit, to the 
narrow ledge in the distance. Shimmy along the ledge to the right 
and climb onto solid ground to reach Pirate Pass. - 


Finp A Way OVER 
THE BLOCKED LEDGE 


The ledge you must use is blocked by three large stones. Find a way to 
remove them and continue your chest hunt. 


Fight past the two cannibals, staying to the trail’s left side. Three 
large, stone carvings block the ledge that Will must use to cross the 
next pungee pit. Pull the lever near the cliff edge to make the three 
statues retract back into the rock face. Will now has roughly thirty 
seconds to get past those statues before they slide back out. 


Quickly race back the way you came and use a sword-assisted climb 
to scale the ivy-covered wall on the left. Jump backward off the wall 
to reach the left ledge, and sprint around the edge to the lengthy 
balance beam. Run across the beam, turn to the right, and make a 
sprinting jump to the narrow ledge in the distance. Shimmy to the 
right, climb onto 
the ledge near the 
statues, and sidle 
past them before 
they slide back out. 
Carefully 

drop onto the 
ledge below. 


ox 360 & PlayStation 3: Walkthrough 


have to do. This also allows you to collect the Money Bags 
| scattered along the path without having to worry about time. 
| Follow the route outlined here, but dont make the jump 
after the balance beam. Cross the beam, collect the loot, and 
carefully jump back down to solid ground near the lever. 


Collect the Paprika Tin from the chest on the 
the three large wheels and levers in front of them. 
nothing more than a sophisticated puzzle used to de 
the large rubble pile blocking the exit. Each of the leve 
pair of wheels, and each wheel has a T-shaped tube in it. 
is to work the levers to position all three wheels so that a bon 
safely roll through them from : 
left to right without falling onto 
the floor. The fourth lever, the 
one set back behind the others, 
controls the appearance of the 
bomb. To solve the puzzle, pull 
the levers in the following order: 


1. Pull the lever on the left. 
2. Pull the middle lever. 
3. Pull the lever on the right. 
4. Pull the lever on the left again. 


5. Pull the fourth lever to release the bomb. 


Xbox 360 & PlaySte 


Will made it through the traps; now it's time to find the correct chest 
in the Clearing area. The Clearing has a number of cannibals, and 
seemingly just as many chests— but only one chest contains Davy 
Joness heart! Opening the incorrect chest reveals a bomb with a lit 
fuse! Look around the area for Money Bags, and earn some extra 
Notoriety by using Will's Finishing Moves against the cannibals. 


fo 


D BoMzs Away! 


It's a dangerous 
proposition, but go ahead 
and open each of the chests 
you encounter, and then 
quickly run away from the 
bomb. Each cannibal that 
perishes in the blast nets 


you an extra 75 Notoriety. 


a 


The compass points to the correct chest. This is the one in the 
center—the “heart,” if you will—of the Clearing. Approach the chest 
and press the Interact button. As Will, Jack, and Norrington argue 
2 _ over who gets to open the chest, Pintel and Ragetti sneak off with it. 
Fortunately, Elizabeth sees their thievery and chases after them. 


CATCH PINTEL AND RAGETTI 


Those pirates would lose their own heads if it were possible. Catch up with 
Pintel and Ragetti and make sure the chest remains safe. 


You now control Elizabeth as she chases after Pintel and Ragetti. 
Collect the Paprika Tin from the chest directly behind Elizabeth's 
starting position. Then fight past the few cannibals that attack 

, during the chase. Elizabeth arrives in a clearing just in time to 
help Pintel and Ragetti fend off a combined group of Davy Jones's 
henchmen and several cannibals. Focus on the Flying Dutchman's 
ndead crew and allow the two thieves to handle the cannibals. 
se your Flintlock and Finishing Moves to defeat Davy Jones's 
crewmembers and, if necessary, switch to either Pintel or Ragetti to 
help keep them safe against the group of assailants. 


NAVIGATE THE CLIFFSIDE AND 
CATCH PINTEL & RaAGET TI 


Pintel and Ragetti have escaped over the Cliffside. Use your sword 
navigation skills to follow them. 


Drop onto the lower ledge and 
take a running Sword-Assisted 
Jump to the eastern ledge. 
Continue using this technique 
to clear the next several lengthy 
jumps and to finally reach the 
narrow ledge in the distance. 
Shimmy around the large rock 
formations edge and drop onto 
theledge where the Money Bags 
are located. From here, run up 
the vine-covered wall and leap 
back and forth between the two 
rock faces to reach the ledge above. 


Grab the Paprika Tin from the chest beyond the knife-throwing 
cannibal, and proceed into the cave to the east. Pintel and Ragetti's 
voices echo through the cave, but theirs aren't the only ones. There’s 
also a cannibal in the lower section of the cave. Drop off the ledge 
and quickly dispose of the cannibal to collect the Paprika Tin 
without getting attacked. 


Pull the lever, quickly exit the cave, and jump down onto the Beach 
area below. Sprint through the cave opening before the bamboo 
gate closes again. Inside, pick 
up the Money Bags and climb 
the vine-covered rock face 

to reach the ledge above. The 
chest located here contains the 
Calypso Piece. 


Xbox 360 & PlayStation 3: Walkthrough 


AT THE DUTCHMAN CREW AND 
CT THE CHEST 


the others in order to use a 
eliminate him, settle in to finisk 
nowhere for Pintel and Ragetti to ri 
chest to Elizabeth. 


Pintel and Ragetti have run into an angry Dutchman crew on the beach. 
Help them defend the chest. 


Climb down from the ledge 
and rush to the water's edge to 
help Pintel and Ragetti fight 
the Dutchman crew. The key 
to winning this battle is to use 
frequent Finishing Moves, 
forcing the deceased to drop 
health pickups and extra Flintlocks. Use a combination of punches 
and sword strikes to keep the Swordsmanship Meter topped off, and 
use each characters Finishing Moves whenever possible. Keep an 
eye on the threesomes health gauges. Whenever a pickup appears, 
switch to the character with the lowest health in order to assist the 
person with the greatest need. 


Greed can wreak havoc on a friendship, 
especially when a pirate the likes of 
Captain Jack Sparrow is involved. Will 

is a bit overzealous in his dueling, but 

is a fair match for Jack. Take a defensive 
posture against him and focus on accurate 
deflections and well-timed counterattacks 
to turn the battle in Jack's favor. Use 
Special Attacks to inflict damage after a 
successful counterattack, then back away 
and allow Will to attack again. Will's 
attacks are repetitive and not particularly 
varied at first, so take advantage of this 
while it lasts. Prepare for a face-off in front 
of the tombstone. Tap the buttons that 
appear onscreen as fast as you can to slam 
Will's noggin into the tombstone. 


The battle doesn't end when Will loses 

his remaining health. Instead, the fun 

continues on a narrow ledge atop the ruins. 

Will's combination attacks are a bit longer here—he attacks with a five-slash 
combo now. Additionally, the two frequently lock swords in an attempt to push one - 
another off the roof. Be ready to tap those buttons as fast as you can to keep Jack on his _ 
feet! ue the defensive strategy until you defeat Will. 


Norrington quickly leaps to the ruins' rooftop and takes up arms against : 


Jack the second Will tastes defeat. Norrington's attacks are more varied than 


Will's were, and they execute more quickly. For this reason, it's best to use 


an aggressive fighting style against Norrington, as his offense is very good. 


Keep him backed up, and maintain pressure by mixing up your attacks and 


working to chain together four or five consecutive strikes. Norrington is 
good at thwarting mid-height lunging attacks, so favor high or low strikes fi 
avoid needlessly ending a combo. This is a tough duel thanks to Norrington’ 
attack speed, but Jack must deplete his health meter only once. Focus on - 


Now that you have the key, all you need to obtain the heart is the chest of 
Davy Jones. Beat Will back to the beach and Davy Jones's chest to claim 
your prize. 


T 


SAVE THE SHRUNKEN HEADS 


There are a few Shrunken Heads in this area, but don't use 
them to kill the enemies! Save them until you get back to the 
beach and can use them to open the Jackanism Chest. 


Follow the upper ledge around 
the corner to obtain the Paprika 
Tin. Then backtrack and follow 
the narrow ledge as it leads 
downhill toward the cliff’s base. 
Run up the wall in this area, grab 
the ledge, and shimmy around to 
the left. Several of the Dutchman's crew appear here, so be ready for a 
ort battle. Enter the cave on the left to obtain the final Paprika Tin 
from the chest inside. Head back outside and detonate the explosive 
barrel to continue through the tunnel that leads due south. 
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Neutralize the coconut-tossing cannibal inside the cave. Then 
perform a Sword-Assisted Jump over the broken bridge to reach the 


rock spire in the cavern’s center. Tiptoe across the beam to continue 
your trek through the Coconut Cliff area. 


Your passage is blocked; search the area for a way to open the gate. 


The lever at the end of the right-hand path controls the gate higher 
up on the cliffs to the left. But it appears theres simply no way for 
Jack to reach the gate before it closes. Collect the Money Bags along 
the ledge leading to the lever, then turn around and start climbing 
the cliffs on the left-hand side. Throw the cannibals off the cliff for 
extra Notoriety. Drop onto 

the lower ledge to the right to 
find more Money Bags. More 
importantly, you can fell a large 
coconut tree here to bridge the 
chasm. Press the Attack button 
as you face the tree to chop it 
down. Tiptoe across the tree 
toward the lever, pull the lever, 
and then quickly rush back 
across the tree to sneak through 
the gate before it closes. Proceed 
through the cave to return to 
the Beach area, and ride the zip 
line down to the sand. 


Xbox 360 & PlayStation 3: Walkthrough 


The Dutchman crew are intent on getting the chest back. Defend your crew 
and the heart from their advances. 


A second wave of enemies 


eventually comes ashore and, 


once again, a higher-ranking 
It's time to put those Shrunken Heads to use! Lure some of Flying Dutchman sailor leads 


the Dutchman crewmembers toward the Jackanism Chest the charge. Build up the 
near the trees. Perform a Jackanism to open the chest and Swordsmanship Meter, and lure 
kill off a few of Davy Jones's men. Rush into the fray with the the mini-boss away from his 


* 


Jackanism Sword still glowing, and collect as many souls as cohorts to get a good crack at him one-on-one. Pressi 
you can before the effects wear off. repeat sword attacks until an opening permits you ti 


Move. Once you down the mini-boss, return to the 
assist the others ridding the beach of Dutchman cr 


The battle on the beach pits Jack, Will, and Elizabeth (with a 

few other Black Pearl crewmates) against dozens of Dutchman 
crewmembers. This is a lengthy fight, but it’s one worth winning, as 
ownership of Davy Joness heart is on the line! As with the previous 
beach battle, it's important to employ Finishing Moves frequently 
to increase the 

chances of foes 

yielding health 

pickups. Rotate 

between the three 

characters to keep 

each of them safe. 
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pe "nh ss must have Ac m the battle omthe Reach! The full j jer 
u pt Davy Jores at bay, but Jask i iS ho longer safe now that some has 
gone missing. It doesn't take > before the Flying Dutchman pulls alon side 
the Black Pearl yet egeo] only this time ? 


a dores has a surp ta store for 


AÈ Disable the Fiying Dutchman. 


* Load barrels of gunpowder into the net. > Escape from the Black Pearl. 


^ Get back onto deck. 


fiyiNG DvrcH 
CREW 


The crew of the 

Flying Dutchman 

differs from the 

scalawags Jack has 

fought elsewhere in 

that they are the undead. They can't be 
knocked down, they can’t be stabbed 
with a dagger, and they emerge 

from floors and walls in an almost 
unstoppable surge. Fortunately, they 
are not terribly skilled in swordplay 
and can be defeated with ease. 


^ Collect seven Bottles of 
Rum. 


x Find the Calypso Piece. 


BLACK PEARL 


aT THE FLY1iNG Dutc 


The Flying Dutchman's cannons are pounding the Blac: 
Use a flaming sword to light your cannons and return fi 


_ The Flying Dutchman has pulled aside the Black Pe 
several of its crew have boarded. As Will, you must. 
the Dutchman crewmembers on the main deck. Worl 
the occasional punch along with your sword attacks 
the Swordsmanship Meter more quickly, but don't us: 
Finishing Moves yet. Collect the Bottle of Rum from 
chest near the stairs, and locate the barrel of pitch o 
bow. Light Will's sword on fire and use it to fire one o! 
cannons on the port side of the ship. 


N 


Will must fire three cannons at the Flying Dutchman, but a new 
group of Dutchman foes comes aboard each time he fires a cannon. 
To make matters worse, one of Davy Jones right-hand underlings 
assists these reinforcements. Will can't climb the stairs to the bow 
so long as the Dutchman crewmembers block them—they continue 
kicking Will in the head every time he tries to ascend. Lure them 
down the stairs by defeating their brethren on the main deck. Build 
up the Swordsmanship Meter, then locate the mini-boss and use a 
Finishing Move against him. With the Dutchman defense routed, 
Will can relight his sword in the pitch and fire another cannon. 
Repeat this process a third time. 
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Health & Rum 


Additional chests on the Black Pearl's deck contain health 
pickups and a Bottle of Rum. Go to the ship's stern if you 


need extra health, as there's plenty available. 


CLEAR THE TENTACLE 
BLockKING Your Way 
TO THE EXPLOSIVE BARRELS 


A Kraken tentacle blocks Will from reaching the bow of the 
Black Pearl. Clear the tentacle from the deck by using a Grenado. 


Davy Jones wont sit back and let Will take potshots at his precious © 


i Flying Dutchman when he can just as easily summon the Kraken to 
> do his bidding. The multi-tentacled sea creature quickly rises from 
* the depths beneath the Black Pearl and wraps its tentacles around 
the ships hull. It’s up to Will to fend off the monstrosity. 


‘There's a cargo 


net filled with WA X NN 
explosive barrels »* 
just beyond the 


tentacle on the 
ships starboard 
side. Grab the 
Grenado from 
the chest next to 
Will, and lob it at 
the tentacle to the right to make it release its grip on the ship. Don't 
worry if you miss, as the chest has an unlimited supply of Grenados. 


With the tentacle out of the 
picture, rush past the Kraken's 
other tentacles and place the 
solitary explosive barrel onto 


the net with the others. Just as ji - 


Will readies a proper defense 
of the Black Pearl, his foot gets 
caught in the cargo net as it 
gets hoisted away. As if it senses their plan, the Kraken steps up its 
demolition of the ship. 


Collect the Jackanism head that sits to the right side of the 
|| entrance to the cages. After the tentacle breaks through the 


il 


two cages in the hold, initiate the Jackanism and light the 
cannon to move the tentacle from both cage sections. 


Also, you can move the tentacle inside the cage by using 
different combinations of explosives. Either use the explosive 
| barrel or Grenado to recoil it from the first cage into the 


| second cage. From here, you can throw a Grenado or 
explosive barrel into the second cage to move the tentacle. 
Or you can dip the sword into the pitch barrel next to the 


second cage, run back to the cannon, and ignite it to move 


| the tentacle. 


Xbox 360 & PlayStation 3: Walkthrough 
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RACT THE TENTACLE 
Certain tentacles can be distracted by the vibrations from the Grenado explosions. Use a Grenado to distract the tentacle and gain a safe passage pas 


Jack has fallen into the Black Pearl’s Hold and is cornered by a massive, pounding tentacle. Grab the Shrunken Head on the ground and 
the Grenados from the nearby chest, and throw one over the tentacle to the hold’s opposite corner. This distracts the Krakens tentacle and 
creates an opening for Jack to sneak past. 


Collect the Money Bags from the corner and use a second Grenado 
to lure the tentacle back toward Jacks initial starting point. Throw 
the Grenado far into the corner where Jack fell into the hold. This 
creates a clear path to the Bottle of Rum in the next chest and, more 
importantly, out of the hold. 


The Kraken's tentacles are ripping the B/ack Pearl apart all ar 
Make your way to the deck—once there, maybe you can decide 
fight or flight is the best course of action. 


Grab the Grenado from the chest on the right as you proceed to 
the collection of cells in the ships Hold. This is where the Captain 
normally stores his captives! Throw the Grenado at the tentacle to 
make it recoil toward the cannon in the distance. Collect the items 
from the chest, and pick up the 
explosive barrel in the second 
prison cell on the right. Carry 
the explosive barrel toward the 
tentacle and either ignite it with 
your sword or stand back and 
fire the Flintlock at it. Either 
way you do it, detonating the 
barrel next to the tentacle should 
clear a path to the Hold’s next 
-area. From there, take another 
Grenado from the chest on the 
eft and use it to force the tentacle 
o retreat once and for all. 


you havent 


The Kraken's mighty tentacle has finally retreated from the hold, but 
several of the Dutchman's crew, including one of their leaders, have 
climbed up through the floorboards. Build up the Swordsmanship 
Meter and use it to slice through the mini-boss with a Finishing 
Move. Polish off the others, and then collect the items scattered 
about the hold, especially the Bottle of Rum in the chest beneath 
the ladder. When you're ready to move on, climb the ladder to the 
Gun Deck. 


ex 
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The Jackanism Chest is located in the ship’s Hold, between 
the prison cells and the ladder that leads back up to the 

Gun Deck. This is your only chance to open the Jackanism 
Chest during this chapter, so go for it. If you dont have three 
Shrunken Heads in your possession, replay the level again 
later when you do. 


GATE PAST THE TENTACLES 


The Black Pearl Gun Deck is overwhelmed with Kraken tentacles. Navigate 
past them to get back on to the exterior deck of the Pearl. 


The tattered Gun Deck is in the firm grasp of three menacing 
tentacles. No amount of Grenados will make these tentacles budge— 
Jack must slip past without getting hit. 


Approach the narrow beam and study the first tentacle's pattern. 
Wait for it to withdraw from the ship, and then quickly run across 
the beam to the wider plank on the other side. Getting past the 
second tentacle requires a bit more thought. There is no running 
past it, so carefully drop into a hanging position on the side of the 
walkway and shimmy along, underneath the pounding tentacle. 
Climb back up and run across the narrow beam when the third 
tentacle retracts from the ship. Be quick, though, as there isn't much 
time to get past this one! Collect the Bottle of Rum from the chest 
near the third tentacle. 


Black Pearl Hold 


Fend off the enemies that attack beyond the tentacles, and locate 

the barrel of pitch. Dip Jacks sword into the barrel to ignite it, and 
then approach the cannon in the middle of the Gun Deck. Use the 
flaming sword to fire the cannon at the large tentacle blocking the 
way up ahead. Take a running Sword- Assisted Jump from the left 
ledge toward the Money Bags on the right. Climb up and use the 
Grenado inside the chest there to beat back the final tentacle near 
the ladder. With the tentacle out of the way, Jack can get the Calypso 
Piece from the 
chest nearest the 
ladder, back across 
the Gun Deck. Get 
the parchment, 
leap back to the 
other side, and 
climb the ladder. 


REscvuE WILL FROM THE 
Masts ABOVE 


Will has become entangled in the cargo net, hanging precariously far 
above the deck. Make your way up to the cargo net and cut him free. 


Elizabeth proves she can be quite the pirate after all. She manages to 
shackle Jack to the mast—that's one way to make sure he doesnt run 
off! With that taken care of, she's ready to focus on the man she truly 
fancies: Will! 


Begin the mission to save Will by fetching the Bottle of Rum from 
the chest on the ships bow, up the stairs behind Elizabeth. Now dip 
the sword into the barrel of pitch and circle around, up and down 
the bows stairs, to light the cannon on the other side. This blasts the 
first large tentacle arm and clears a path to the ships stern. 


'ox 360 & PlayStation 3: Walkthrough 
Proceed to the rear of the ship, past the fire, to the ches in the corner, 
near the explosive barrel. Collect the Bottle of Rum from the chest, then 
carry the explosive barrel up toward the large tentacle on the ships stern. 
Spark the fuse with the sword and 
back away to avoid getting blasted. 
Now Elizabeth can circle around 
to the rigging on the ships far side 
without getting struck by any of 
the Kraken’s tentacles. 


Once youre on the platform atop the rigging, turn around and walk 
out along the beam to the vertical rope that extends upward. This rope, 
which connects to the cargo net, has gotten caught. Use the Interact 

button to cut the rope free, thereby dropping Will into the water. 
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Get to the longboat before the 
Kraken pulls the B/ack Pearl 
down to the Locker, along with 
her captain. 


Now that Will has been freed, 
Elizabeth has to save herself. 
Tiptoe back across the beam to the 
mast’ central platform and ride 
the rope like a zip line to the other 
mast. Follow the trail of Money 
Bags out to the beams far end, 
and press the button that appears 
onscreen to make Elizabeth slide. — - 
down the sail, ripping it with her sword. Wal 
other side and press the Interact button to swing to safety. 
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SINGAPORE 


he, she'll need 


he three of them now travel 


VRC 3 Captain Sao Feng fo join the 
loan them the mop to Davy Jones's 
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^ Take out the Riflemen. ^ Escort Elizabeth and Captain E: Defeat Sao Feng's body : * Collect seven Sea Charts. 
Barbossa through the guards. ° v 
$% Find an alternate route Market Streets. ; $ Find the Calypso Piece. 
to unlock the door to the ^ Escape to the Hai Peng. : 
Market Streets. E Proceed onto the bathhouse : Ed Locate Sao Feng’s Chest. 
roof. s 
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RATI ; East INDIA 
HINESE P : 

k Chinese pirates = : ae Fen G's 3 NS od 
The ge groups : i 1 YGUARDS 


These Whip-cracking : | These particular 

women are Sao z2 3 East India Trading 
[d Fengs personal é t. 4 Company Troops, also : 
[- bodyguards and are i known as blue coats, attack primarily 
[A easily identified by — 1 in pairs and are relatively skilled 
[3 their black leather oy swordsman. Beware the lone East 
India Trading Company Troop standing 
off by himself, as he is more than 
likely armed with a rifle. Despite their 

I. skill, you can best these East India 

i cms », | | i ; Heros Company Troops with a quick 
pe , : sword-punch-sword combo. 


tfits. Their whip 
ble and inflict a 


Ld attacks are unblocka 
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SINGAPORE STREE 


.e——— Courtyard 


—— — — —— Market Streets 


Take out the riflemen on the upper balconies so the streets are safe for 
Elizabeth and Barbossa to get to their meeting with Sao Feng. 


The back alleys of Singapore are no place for a pirate, especially one 
as pretty as Elizabeth. As Will, you must rush ahead to eliminate 
the Chinese pirates on the ground and, more importantly, those 
with rifles on the balconies. Grab the Flintlock from the chest on 
the left and make quick work of the two pirates that attack on the 
ground. Climb the ladder on the right and use a quick sword-punch 
combination to knock out the first rifleman. 


_ From this balcony, leap across to the one further up the alley. 
Shimmy along the narrow ledge to the balcony with the second 
rifleman. There is a ladder that leads to this balcony, but this is a fun 
way to reach the gun-toting pirate without having to risk getting 
shot. Elizabeth and Captain Barbossa gradually begin making their 
way down the street as each of the riflemen is eliminated. There's 
one final rifleman to take out. 


Jump down and climb the ladder on the alley's right-hand side. 
Stand out of sight and listen for the sound of the third rifleman’s 
gun. As soon as he fires, run across the balance beam to the balcony 
on the opposite side. Collect the Sea Chart from the chest. Make a 
running Sword-Assisted Jump to the next platform, and take out the 
Chinese pirates located there. From here, Will can either continue 
going from balcony to balcony to finally reach the third rifleman, or 
he can drop down and climb the ladder around the bend. Both ways 
work well; the important thing is that Will reach the rifleman and 
eliminate him. Collect the items from the various chests and hop 
back down to the ground. 


PR hosted 


DEFEAT ELIZABETH AND 
BarRBossa’s ATTACKERS 


Elizabeth and Barbossa have been ambushed! Assist them in defeating 


their attackers. 


A dozen Chinese pirates ambush Barbossa and Elizabeth as they 


approach the Market Streets areas entrance. Jump from the balcony 
and put the Flintlock to work thinning the attackers. Switch to 
Elizabeth and put her newly- 


unlocked Finishing Moves to 
use against the sword-slinging 
assailants. This is a pretty quick 
battle, one that Will, Elizabeth, 
and Barbossa should come out 
of without much damage. 


TAKE AN ALTERNATE ROUTE 
TO THE MARKET STREETS AND 
UNLOCK THE GATE 


The gate to the Market Streets is locked tight. Find a way around and 
unlock the gate from the other side for Elizabeth and Barbossa. 


7] 
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SuooT AND LADDER 


Before you try climbing the ladder near the Market Street 
gate, make sure you first use the Flintlock to shoot the 
rifleman. He can reload his gun quickly enough to shoot 
Will off the ladder, so it's best to take him out first. 


Ld 


Climb the ladder to the right of where Elizabeth and Barbossa are 
standing, and make a running Sword- Assisted Jump to the balcony 


across the alley. Descend the ladder there, and proceed eastward 


along the trail of Money Bags. Proceed to the Courtyard area. 


Pull the large crate across the Courtyard's floor to the platform 


beneath the rope—it's too far away to make a running leap. Jump 


from the crate and hoist yourself 


up to the platform. Open 

the chest to find another Sea 
Chart. Ride the rope like a 

zip line across the Courtyard, 

to the southern side of the 

area. This places Will on a 
wooden platform above a 
heavily guarded section of the 
Courtyard. Make a running leap 
to the other platform, collect the 
Money Bag, and then drop to 
the ground and fight. 


x 360 & PlayStation 


you've defeated the 
mies, take the Sea Chart 
rom the easternmost chest. 
Glimb back onto the second 
ooden platform and follow the 
levated wooden walkway to 
-the Market Streets area. Climb 

- down the ladder and follow the compass northwest through the 
narrow street, back to the locked gate. Pull the lever to let Elizabeth 


and Barbossa through. 


Escongr ELIZABETH AND BARBOSSA 
THROUGH THE MARKET STREETS 


The way to the Bath House leads through the Market Streets. Keep an eye 
on the balconies; there may be more pirates waiting in ambush. 


Return the way you came to the Market Streets area, and sprint 
across the clearing to the ladder in the distance. Climb the ladder 
and quickly defeat the rifleman standing there so that Elizabeth and 
Barbossa can cross safely. Grab a Grenado from the chest on this 
platform, and lob it down at the Chinese pirates in the street belo 
Then throw the second Grenado in the opposite direction, towa -d 
the rifleman on the balcony one block over. 


Catch up with 
Elizabeth and 
Barbossa arı 

the corner. O 
again, sprint o 
front of them at 
climb the ladder 
to the rifle-tot 
pirate. As soo: 
Will eliminates: 
the rifleman, a number of Chinese pirates ambush Elizabeth and 
Barbossa. Quickly join the fray and help beat back the crowd. Boi 
chests in the area contain health pickups, so switch to whichever 
character needs them the most before you collect them. 


Bridge Busting 
Taking the zip line isn’t the only Way across to the 
Courtyard's south side. Approach the short bridge in the 


center of the yard. Press the Attack button near each of 
the poles that prop up one end of the bridge. This drops the 


bridge to the ground, making d passable. 


As soon as the battle is over, the guards at the Bath House open 
gate, allowing Barbossa and Elizabeth to enter. Theyre not ab 
let Will enter the Bath House while Sa 

find another way. e 
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. Sao Feng’s guards will never let you through. Find an alternate way onto 
_ the roof of the Bath House. 


Hilden Sax Chek. y 


Circle back toward the area where Will first entered the 
Climb the ladder on the street's south 
side, and tiptoe along the ledge to the side of the building. 
Leap across to the opposing building, and sidle along the 
ledge fo the 

wall on the left. 
Climb up onto the 
next ledge and 


Market Streets area. 


ic i he ice 


continue alon 

i wa Will is 
ia line with the 
balcony to the 
left. Leap across 
to the balcony 
and open the 
chest there to 
collect the Sea 
Chart. 


Climb the ladder near the Bath House entrance and eliminate the 

irate that appears. Make a Sword-Assisted Jump to the balcony to 
the west and follow the path to the next block. Drop off the walkway 
and open the chest on the ground below to find the fifth Sea Chart. 


xplosive barrel - 
down the street © 


100. Continue up 
the stairs to the Shrine area. 
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Tur BELL TRAP 


When you first walk out 
onto the walkway in the 
Shrine area, turn to the 
left and cut the rope that 
suspends the large iron 


bell. Doing so causes 
the bell to drop onto an 


unsuspecting pirate. This is worth an extra 75 Notoriety. 


NM 


Cross the balance beam to the next balcony. Make a large 
counterclockwise loop around the Shrine's perimeter, using the 
ledges and platforms to collect all of the Money Bags. Drop from 
the final platform to fight the enemies that are distracted by their 
comrade entombed within the bell. Once the coast is clear, pull the 
large crate out from under the final platform and position it so that 
Will can climb up. Don't leave just yet! There's another Sea Chart in 
a chest behind the large crate. 


STEALTH KILL 


Slowly proceed south, away 
from the Shrine, and look 
for the pirates silhouette 
behind the screen to the 
right. Approach the screen 
and press the Attack button 
| to perform a stealthy kill 


worth 100 Notoriety. 


Follow the walkway to the Bath House exterior. Throw the Grenado 
from the chest all the way to eastern platform where the rifleman is 
located. If you don't have a Grenado, try using the Flintlock. With 
the riflemen cleared away, make a running leap to the platform they 
occupied. From there, ride the zip line onto the Bath House roof. 
But do this only when youre sure youre ready to move on! 


Side-Missions Galore! 


There are multiple items of note in the yerd outside the Bath 
House. For starters, there is a chest beneath the walkway 

on which 

will enters; d 
contains the 
final Sea Chart. 
Head north and 


use the lever 


to open a gate. 
The chest that 
contains the 
Calypso Piece 

is ta this dead- 
end alley beside 
the Bath House. 
Lastly, return to 


You have found Sao Feng's Chest. 


the main area 
outside the Bath House and circle around to the southwest. 
Here you confront a half-dozen of Sao Fengs men, but the 
prizes worth i. Securing Sao Feng's Chest not only provides 
all the money that d contains, but you also score a whopping 
Notoriety bonus of 500! Now that you've completed all three 
side-missions, return to the ladder in the main area, leap 
across to the eastern platform, and ride the zip 
line to the roof. 


box 360 & PlayStation 3: Walkthrough 


EAT ALL OF SAO 
BODYGUARDS 
The plan has gone seriously wrong, and Sao Feng has 
attack! Defend yourself and your companions. 


Sao Feng’s bodyguards draw their swords the moment Will's 
presence inside the Bath House is discovered. In this huge brawl, 
you must keep Will, Pintel, and Ragetti alive long enough to 
survive the melee and convince Sao Feng to hand over the map 
to Davy Jones's Locker. 


Immediately engage the male bodyguards, using their weaker 
abilities and lower strength to build up the Swordsmanship Meter. 
Keep moving to avoid the occasional dagger toss and the women in 
black. There are three chests in the area, two of which contain health 
pickups. Monitor your characters' health, and control the character 
that's in the worst shape to assure that he makes it through the fight. 
During the battle, Elizabeth and Barbossa engage two other enemies 
in their own private skirmishes—let them be, as they have no impac 
on your success. 


is to defeat Sao Fengs two bodyguards. Each of them has a whip, which is virtually unblockable, so it's 
up close. Continue slashing at them until you can perform a Finishing Move. The battle ends when you 


SINGAPORE 
IW ATER WAYS. 


You have the maps to World's End, and the promise of a ship to take you 
there... Fight your way across the Singapore waterways and board the ship 
waiting for you. 


Eliminate the three attacking East India Trading Company Troops 
near the entrance to the Waterways. Collect the numerous Money 
Bags up the hill to the left. Return to the starting point and begin the 
long eastward walk across the docks to the ship waiting in the distance. 
Numerous East India Trading Company Troops attack Will as he 
makes his way to the ship. But rest assured that they attack one or two 
at a time, and you can defeat them easily with sword-punch-sword 
combinations. Although there are two rifle-toting East India Trading 
Company Troops in the area, there are plenty of alcoves to duck into to 
avoid their shots. Wait for them to reload and then rush their position! 


Xbox 360 & PlayStation 3: Walkthrough 


that there are very few health pickups. This could make it tough 
if you barely escaped the brawl at the Bath House. Increase your 
chances of scoring a health pickup by using Finishing Moves 
whenever you can. 


The battle isn't over when you reach the ship. Will must defeat a 
few more East India Trading Company Troops, as well as one of the 
Black Coats. Use a Finishing Move to take down the man in black 
and clear the way aboard the Hai Peng. 
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DRIFTING DEAD 


The pirates trapped in 
Davy Jones ’s Locker 
look just like normal, 
Mortal pirates. but 
one difference 
Makes them a lot 
more dangerous: desperation. The 
Pirates here will do anything they can 
to escape the Locker and return to the 
World they once knew. They attack 
with heavy SWords, daggers, and 
rapiers, and Many can be put down 
only by a Finishing Move. Watch for 
a pirate to regain his feet after getting 
hit, which is the tip-off that you must 


use a Finishing Move to Slay the pirate 
in question. 
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dis easy to get lost in the confusing Dunes of Delirium. Find a way out to 
continue the search for the whereabouts of Gentleman Jocard. 


Jack awakens to find himself in the Dunes of Delirium expanse, 
a sandy, nondescript desert with few landmarks and no map. 
Numerous pirates attack him here, but he should have plenty of 
Shrunken Heads to perform a Jackanism attack. Plus, the chests 
near the skeletons contain additional Shrunken Heads. Use their 
special powers to collect as many souls as possible. 


Open the chest 
in the center of 
the area near the 
starting point. 
Then head to the 
chests near the 
pirate skeletons. 


Approach the 
pirate skeletons 
and hit each one 
with the sword to make them spin in circles and point out the 
correct heading. Collect the Skull from the chest near the pirate 
skeleton. Then head off over the dune, following the direction in 
which the skeletons point. 


point in the same direction. Fend 
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Graveyard. this 4 area is Smiler 
to the previous one, except that 
none of the pirate skeletons here 


off the attacking pirates and head 
toward the chest beneath whats 
left of a ships hull. Pick up the Skull from inside this chest. Turn 
around and proceed in the direction that none of the pirate skeletons 
is pointing— this is the path opposite the ruined ship. 


Jack reaches a peculiar sight: an 
old pirate standing at the helm 
of a long-destroyed ship. Face 
the ol captain and press the 
Interact button. This causes the 
wheel to turn violently, as if the 
ship is caught in a storm at sea. 
More importantly, a stream of 
angry pirates rushes forward. 
Use the Jackanism Sword to 
make quick work of them, and 
then open the chest to gain the 
third Skull. The land rocks back 
and forth as if it's getting tossed 
around in a mighty swell. Approach the helm and press the Interact 
button to steady the rocking desert floor and to be whisked away to 
the Canyon of Forsaken Ships. 


NEGOTIATE THE CANYON OF 


FORSAKEN SHIPS 
An unexpected detour has taken you to the Canyon of Forsake! 
should find a way out and get to Gentleman Jocard belay 
joins all the other ships here. < 


Fight your way 
through the tunnel 

to the cliffs up ahead. 
Use a Finishing 
Move to get past the 
pirate in the red coat 
at the tunnels exit. 
Then cross the bridge 
and battle the others. 
No method of eliminating these pirates is more satisfying than 
them off the cliffs. Doing so also gains a nice Notoriety bonus, 
sure to try it! 


Use Sword-Assisted Jumps to leap back and forth between the 
rock walls to reach the cave up above. Proceed through the c 
ride the zip line across the canyon to a massive, rusty ancho 
far side. Run and leap from rock ledge to rock ledge, and as el 
chest at this sections far end to gain ano 
this area begin to slowly collapse under Ja: 


Proceed through the tunnel Circle around the st 
- the ledge near the ches : ; the center of Fid 
perform another set of " to collect the M 
Assisted Jumps to reach the E items from the ch 
lengthy balance beam in the : you're ready, speak with 
distance. Carefully tiptoe across Sunarmed pirate behind the ^ 
the canyon to the other side. __ 
Enter the tunnel to reach the - 
Cliffs of Insanity. 


tavern. He has been barred fi 
the establishment, but he mi; 
and talk to the barkeep to lea 
him in bottles around Fiddlers 
bar braw that erupts, and climb 


Leap onto the wooden beam 
near the cliff's edge and shimmy 
outward to the right. Carefully 
drop onto the narrow ledge 
beneath the rope. Then, from 

i there, step down onto the rocky 
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Sub-Mission: Grog-Rot Quest | 


Talk to the lone pirate standing with arms crossed behind 

the Fiddler's Green tavern. This gent has been barred from 
entering the establishment and is hankering for some grog- 
rot. Enter the tavern and take the Empty Stein from the chest 
on the right. There are three different barrels of grog iv the 


ledge that hosts a chest and an 
enemy. Knock the pirate off the 
ledge and open the chest to find 
a Calypso Piece. From here, 
shimmy along the ledge to the 


right to reach the rocky platform. From the platform, shimmy back | tavern and the barred pirate outside is very picky when it 
to the left on the upper ledge and the wooden beam to return to the | comes to his grog. Fill the stein halfway with grog from the 
cave exit where you just were. | barrel nearest the door. Then walk toward the bartender and 


help yourself fo the grog U^ 
the barrel on the left side. 


Return to the man outside 


Leap across the crumbling rock ledges, past the first balance beam, 
all the way to the second one in the distance. Approach the large, 
wooden door and press the Interact button to get whisked away to 


Fiddler's Green. and give him the stein. 


^ Completing this task earns 
FEIND SOMEONE WHo May Know you 500 Notoriely 
and causes a chest 
ee ins s lesen E lo appear near t 75 
taverna's entrance. 
Open the chest to 
find another 

Skull as well a 


Shrunken Head. 


i Anyone can get lost forever in Davy Jones’s Locker. Find a way out of here 
" and continue your search for the Pirate Lord Gentleman Jocard. 


Find Sams five bottles outside Fiddlers Green and return them to 
him when you have them all. Heres how to find all five bottles. 


1. 


It's not visible from afar, but if you head to the left of the tavern 


fall 
tali 


s from the final chest. 


entrance and continue over the dunes, the unmistakable 


green color of the Jackanism Chest will become clear. Use the 
Shrunken Heads you've found throughout this chapter to open 
the Jackanism Chest while you have the chance. 
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tavern and hand them over. He rewards you for 
helping you find Gentleman Jocard. Go outside 
empty door frame near the chest and press the Inte 
teleport to Black Bart's ship. 


This is the most difficult of all the 
duels Jack has faced so far. Black 
Bart attacks with varied five- and 


Remember to push away from Black Bart if he's about to attack 
at mid-height, as there is no way to deflect the attack—backing 
away from it is your only recourse. 

six-hit combinations and, unlike 
the other duelers Jack has faced, 
Black Bart occasionally makes 


Like many duels, this one has 
two stages. After fighting it out 
on the ruined deck of Black 
Bart's ship, the two drop to the 


a lunging stab at the stomach. 
It's imperative that Jack focus 


on defense in this battle. Use any opportunity to fill the Special 
Meter. Resist the urge to counterattack, as it doesn't inflict much 


damage. Instead, deflect all of Black Bart's attacks, take a swing 


n offense, and immediately press the Attack button to perform 


sand and continue the skirmish 

here. Keep deflecting Black 

Bart's incoming six-hit combo 

attacks, and use the Special Meter to perform an unblockable 


special attack. spinning slash every time you're on the offensive. 


je 
plenty of health pickups and daggers. The one on the stern contains 
the final Skull you need to complete the sub-mission. Focus your 


attacks on the enemies that occupy the main deck in the center of 


STOP THE DRIFTING DEAD FROM 
BOARDING THE BLACK PEARL 


The lost souls are trying to escape from Davy Jones's Locker. Stop the 
drifting dead from boarding the B/ack Pearl. 


In his search for Tia Dalmas vision, Jack finds himself back aboard 
the Black Pearl, along with Captain Barbossa, Will, and Elizabeth. 
The four of them have to put their squabbles aside for the time 
being, as the trapped pirates of Davy Jones Locker are trying to 
escape on the Black Pearl. Take control of Jack, Will, and Elizabeth 
and commence fending off the wannabe stowaways. Several of the 
pirates climbing aboard, known as the "drifting dead, are vulnerable 
only to a Finishing Move, so watch closely to see which ones rise 
after they fall to an otherwise fatal blow. 


SEA BATTLE 


95 mighty ship, 1 et rp 


; X 
a lacks. I seems UE 


Pinay Opts - 
7 a ^ Defeat Davy Jones's main een 


^ Defend the Black Pearl. y Find a way to open the 


bulkhead for the cell doors. crew. 
^ Defeat Sao Feng’s 


bodyguards. $ Free your crew members 4 Free the crew members 
from their cells. lashed to the masts. 


^ Collect seven Tarot Cards. 


4 Fina tne Calypso Piece. 


* Defeat Sao Feng in a duel. j 
E Help your crewmembers out. ^ Use the last rope swing R Free the seven sailors. 
to get back across to the 


Empress. 


4 Locate your weapons. 
^ Escape to the exterior. 


4 Find Jericho's rum. 


CHivese Par 


The Chinese pirates 
attack in large groups 
and are Comfortable 
Using a host of 
different Weapons. 
Expect them to 


3 The crew of the 
1 Flying Dutchman 
differs from the 
scalawags Jack has 
fought elsewhere in 
that they are the undead. They can't be 
knocked down, they can't be stabbed 
with a dagger, and they emerge 
from floors and walls in an almost 
3 unstoppable surge. Fortunately, they 
— are not terribly skilled in swordplay 
and can be defeated with ease. 


Sword slashes ang 
Flintlock shots. 


(BLACK PEARL 


DEFEND THE BLACK PEARL 
AND HER CREW 


Defend the Black Pearl and her crew from the Empress and 
Sao Feng’s men. 


Sao Feng has come to collect Jack, per Will’s offer, and he has brought 
an army of men to back him up. Take control of Will, Jack, and 
Elizabeth on the deck of the Black Pearl, and defend the ship from 

the numerous Chinese pirates climbing aboard. Although you face a 
massive number of enemy pirates in this battle, few require Finishing 
Moves. Also, three chests located at the ends of the ship contain 
daggers and health pickups to assist your cause. Switch between the 
characters regularly and try to stick together to enjoy the occasional 
cooperative effort. The Black Pearl's crew must defeat nearly two 
dozen Chinese pirates before the fight is over. 


Sao Feng appears a bit confused about who you are and what you have to 
offer. Show him who's better with a sword. 
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Sao Feng is a fast swordsman. His attack style is far more 
varied than previous duelers. Expect Sao Feng to alternate 
rapidly between high and low attacks. He also varies the length 
of his combos between four and six strikes. Fortunately, Sao 
Feng does not utilize a lunging mid-height strike, which is one 
less thing to worry about. What makes this battle tricky, aside 
from Sao Feng’s speed, is the fact that the duel takes place on a 
curved stairway. Avoid focusing on your adversary’s motions 
and instead watch the onscreen indicators that designate the 
height of Sao Feng’s attacks. 


LYING DUTCHMAN 


You need to get your sword back. The guards may a 
to the Organ Room. : 


Use the key that James Norrington provides to 

escape the Dutchman's hold. Make your way pa: 
to the left, into the room with the large, curved 
is unarmed at this point, but her kicks and pun 


Sub-Mission: free the Sailors 


The Dutchman's crew have captured seven sailors, and the 
ship's hull is swallowing them whole. Locate these men and 
ll them free (see the map ih this walkthrough). Rescuing 


all seven of the sailors earns you e^ extra 500 Notoriety. 
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desk near the chest that had the : 
Tarot Card. Cross the O an 
Room to the barrel of p 

use it to ignite your swor 


over to the desk and 


Attack button to burn 
the sheet music. - 


"Place the sheet music on € organ and play the four notes. 

Remember, you m play the two notes on the left page before you 
play the two notes on the right page. Play the four notes correctly to 
unlock a door below deck. 


FREE Your CREW FROM THE CELLS 
ON THE Lower Deck 


Find a way to free your crew from their cells. The locks look rusty; use an 
iron bar to break them open. 


Before Elizabeth can leave the 
Organ Room and descend to 
the prison cells in the hold, 
Maccus and his cohorts seal the 
hatch and attack! Quickly build 
up the Swordsmanship Meter 
by using sword-punch-sword 

j combos to knock out the lesser enemies. Then turn your attention 
on Maccus. Continue slashing at him with the sword until you get 
an opportunity to use a Finishing Move. Ignite the sword with the 
barrel of pitch to make it a bit easier to eliminate the stragglers. 


Descend the ladder and curving staircase to return to the prison 
cells. Fight past the cell where Elizabeth was held, and enter the next 
section of the Dutchman’s Hold. Free the sailor on the right just 

in time to fight Angler, another of Davy Jones’s main lieutenants. 
Eliminate the crewmembers that fight alongside Angler, then use a 
Finishing Move against him to gain the iron bar that Elizabeth needs 
in order to free the prisoners. 


Return to the area where Elizabeth was locked up, and free the 
prisoner in the adjacent cell. Carry the explosive barrel to the 


seaweed-covered cell at the other 
end of this room. Light the 

fuse with your ignited sword. 
Use the iron bar from the cell 
that held the explosive barrel to 
break open the lock, and collect 
another Tarot Card 
from the chest 
inside. Pick up the 
iron bar here and 
return down the 
hall to the next 
section of the Hold. 


Make your way down the row 
of cells, breaking open each of 
the locks, picking up new iron 
pipes, and blowing seaweed 
off of locks as necessary. There 
are two Tarot Cards in this 
section of the Dutchman Hold, 


so open every chest you see. Don’t stop until you have freed all of 
the prisoners. 


P riSoners, Not Sailors 


It's important to differentiate between the sailors being 

swallowed by the hull of the ship and the prisoners locked 
A P P 

away in the cell. Elizabeth must free all of the prisoners to 


AMASS a large enough force to battle the FI lying Dutchman's 


crew. Freeing the sailors is merely for extra Notoriely— 
2 7 vA 


^ worthy cause, AO doubt, but u's not a critical 


PALSSLOA objective. 


| Sub-Mission: Jericho's Rum 


The last prison cell on the left has what appears to be a 


skeleton inside it. But it's not a skeleton—it’s actually a 


man named Jericho. One of the wall-grabbers has stolen 

his bottle of rum and he wants it back. The wall-grabber U^ 
question is near the stairs that lead to the top deck. Yank the 
wall-grabber from the wall to claim the bottle of rum and 
return it fo Jericho. Doing so provides 500 Notoriety and the 


Calypso Piece. 
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ESCAPE TO THE Top DECK 


| Top Tr»! 


| Climb the staircase that leads to the final room, which in turn 
| leads to the Flying Dutchman’s exterior. Before you exit onto 

| the exterior, make your way behind the top of the staircase. 

| There you find a stack of cargo; cut both ropes that support 

| it. This causes the cargo to tumble down the stairs, blocking 
passage to the exterior. Exit the level now, and you'll find that 
||. you must fight only Ratlin (rather than all the right-hand 

| men) in the fight on the Flying Dutchman's top deck! 


NI 


The captive Empress crew have been freed. Go to the top deck of the Flying 
Dutchman so that you can board the Empress and escape. 


Climb the stairs to the 
Dutchman Gun Deck and collect 
the next Tarot Card from the 
chest near the entrance. Weave 
your way through the piles of 


crates to the very large crate in 
the rooms far corner. Use the 


Sword-Assist to pull the crate away from the barrel of pitch. Then > AC 
use the flammable liquid to burn the seaweed off the door to the left. Dereat Davy ont S 


RÜicHT-HaAND 


SwoRD SMANSHIP Defeat Davy ue right-hand men to progress. - 
CONSERVATION Elizabeth has come a long way and now she's in for the fig 
her life. All of Davy Jones's right-hand men are on the F 
Dutchman’s deck, and they're looking to feed a certain bl 
lass to the fishes. Immediately 
hit the nearest mini-boss 
with a Finishing Move. Then 


Don't perform any additional Finishing Moves until you 
reach the top deck. We recommend that Elizabeth have a full 
Swordsmanship Meter when she makes it off the ship. 


The large area up ahead is crawling with Dutchman crewmembers launch into a barrage of sword- 
led by the mollusk-looking Penrod. Ignore the sailors stuck to the punch-sword combinations 
wall for the time being—you must quickly put down Penrod with to refill the Swordsmanship 

a Finishing Move. Rush to the center of the fray and try to isolate Meter as quickly as possible. 
Penrod in a one-on-one battle. Continue slashing until you get a Several lesser enemies emerge 
chance to hit him with a Finishing Move. Once you defeat Penrod, from underfoot, but just try 
help the Chinese pirates eliminate the fifteen or so Dutchman to focus on Maccus, Penrod, 


and the others. Hit one of 
TE^ aem T E Davy Jones's right-hand men 
I with a Finishing Move, and 
immediately resume filling the 
meter so you can do it again. 


crewmembers that continue the 
fight. The chest in the room's 
far left corner (relative to where 
Elizabeth entered) contains two 
health pickups, but those are the 
only ones so use them wisely. 


EREE Your CREW 
Free your crewmen who are lashed to the masts, so that they can- 1 
their escape to the Empress. : 


The moment the last of Davy Jones’s right-hand men falls, a numi x 
of redcoats board the ship. Don't waste any time dealing with them. 
Rush past them, up the stairs 


to cut the rope that binds 
Chinese pirate to the mast. Then 
go to the stern and do the s 
there. Approach the rope tha 
hangs in the breeze at the stern 
and press the Interact bi 

make Elizabeth swing ove 

: d escape. 


Elizabeth can free the two sailors trapped in this area and lay claim 
to the seventh and final Tarot Card. Continue to the next room, free 
the sailor trapped here, and fight the remaining few crewmembers 
on the Gun Deck. The wall-grabber near the stairs that lead to the 
top deck has Jericho's rum—make sure you return it to him. Free 
the final sailor upstairs and exit the cabin through the left door to 


reach the main deck. 


SHIPWRECK CITY 


The time has come for the conclave. All of the Pirate Lords from 
across the seven seas have gathered US Shipwreck City at the request of 


Captain Jock Sparrow. However, it seems that before the meeting can 


get underway, Jock must further entice a couple of the Pirate Lords to 


^ot leave early. 


, Bring the absent Pirate 
Lords to the conclave. 


^ Sri Sumbhajee has lost his 
Piece of Eight. Retrieve it so 
he can attend the conclave. 


^ Get Ammand to the 
conclave. 


AMMAND' $ 


Ammand's men are 

skilled fighters who 

aren't afraid to grab 

an opportunity when 

they see one. They try 

to shoot Jack when he 

least expects it. In one instance, they 
even try to drop a crate of coconuts 
onto his head. When it comes to 
dealing with scoundrels like these, it's 
best to grab them by the collar and 
throw them into the drink! 
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^ Go to the slums and get 
back the Piece of Eight from 
“Stupid” Barnaby. 


Give the Piece of Eight back 
to Sri Sumbhajee. 


Help Mistress Ching and 
Vilanueva with the black 
cloaks. 


EMHMEN 


"Stupid" Barnaby’s 
henchmen are 
extremely fast 
fighters. They make 
Up for their lack of 


QF Help Sri sumbhajee and 
Ammand with the black 
cloaks. 


, Help Teague with the 


Mercer fight. 


3% Defeat Mercer. 


R 


$ Collect seven Gold Bars. 
^ Find the Calypso Piece. 


^ Salvage the booty. 


eeoeee eee eee eee ee eee 


| East INDIA 


COMPANY 
TROOPS 


The East India 


Trading Company is 


powerful enough and 

rich enough to have its own military 
force. When it comes to hunting 
down pirates, they spare no expense. 
East India Trading Company troops 
consist of marine-like regular troops 
that are strong, resilient, and relatively 
good swordsman. There are also 
members known as “Black Cloaks.” 
These are the most talented non-pirate 
combatants in the Caribbean, and they 
are quite intimidating. You can defeat 
them only with a Finishing Move—do 
not take them lightly, as they are 


masterful fighters. 
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IET THE PIRATE Lorps AMMAND — FIND SRI SUMBHAJEE's PIECE 
AND SRI SUMBHAJEE TO THE oF EIGHT 
cr er tet quede 


jg o oe : Sri Sumbhajee has lost his Piece of Eight and needs it to attend the 
Ammand and Sri Sumbhajee are refusing to attend the conclave. Find them — COnclave. Start your search at the local tavern. 
and convince them to take part. 


Proceed through the torch-lit tunnel to Tavern Square. Gather up 
: the numerous Money Bags lying out in the open. The Cutlass Tavern 
l EX LT LT RT e L eX eX ear or OO is off to the right—it’s the one well-lit building in the area. Enter 
: 7 El the tavern and talk with the barkeep in the back to get a tip on the 
whereabouts of the Piece of Eight. 


The Jackanism Chest in Shipwreck City is just a step or two 
from where Jack first makes port. Although he's unlikely to 
have the requisite three Shrunken Heads upon his arrival, 
make mental a note of where it is and be sure to return for 
it later. 


Let Teague mind the ship at the South Docks while you head off in 
search of the missing Pirate Lords. Climb the stairs and around the 
bend to the right to find Sri Sumbhajee—he’s the one dressed in red 
with a turban. Sri Sumbhajee won't attend the conclave until Jack 
finds his Piece of Eight. 


The bartender tells Jack that he saw "Stupid" Barnaby going through 
Sri Sumbhajee’s pockets the previous night while he lay in a drunken 
stupor. Barnaby can often be found in the Slums—Jack ought to 
check there! As luck would have it, Jack can't go anywhere right 
now—a bar brawl has broken out in the tavern! Grab some bottles 
and start smashing them over the brawlers’ heads to earn a wealth of 
Notoriety. Punch and kick your way to victory. 
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STuPID" BaRnaBy Cal 
ET AMMAND TO THE 


Ammand's men have gone to warn him of your p 
with “Stupid” Barnaby, head to the West Docks an 
stay for the conclave. 


Exit the tavern and replenish any lost health with the pickups inside the chests lying about Tavern Square 
- opposite the tavern and follow the path around the corner to the right. Be careful when you travel this path, a as one o 
has a rifle up ahead! 


Continue along this path and descend the ladder to the West Docks area. Here, Jack must 
make running leaps from dock to dock while fending off Ammand's sword- and gun- 
wielding men. Throw the men into the water for a nice Notoriety bonus, and pick up the 
Gold Bar from the chest on the right. Cross the pier away from the chest, and hop onto the 
ship to the right. Collect the Shrunken Head from the chest. Then chop down the mast so 
Jack can cross over to the next pier. 


The piers get a 
little narrower 

in this section, 

so watch where 
you step and leap. 
Continue fighting 
Ammands men . 
as you progress 


from dock to dock. 


Pick up another 


Shrunken Head from the second ship—jump aboard via the narrow 
dock furthest out by the water. Then return to the stack of crates on 


the dock. 


Climb the rigging 
to the platform 
high above the 
water, and use the 
zip line to reach 
the next platform. 
Continue to FOSS 
via the balance 
beams and zip 
lines to reach the 


p.88 X box 360 & 


Ammand the Corsair really doesn't want to attend the conclave. - 
So much so, that hed rather duel with Captain Jack Sparrow 
instead—and duel he shall. Ammand is a worthy competitor and 
has excellent defensive abilities. He can vary his attacks with the 
best of them. His combinations range from two slashes to five, 
and his location is sure to keep you guessing. He even mixes in 
some lunging jabs when he senses he's losing the duel. Ammand 
has a friend lurking high above, just waiting to lend a hand. 
Watch for Ammand and Jack to lock blades; this is your cue to 
press the buttons indicated 

onscreen as quickly as possible 

to avoid having a crate of 

coconuts dropped on your head. 


Like many of the other 
duels, this is a two-part 
battle, and both men start 
the second phase with 
full health. The second 
portion is just like the 
first, only there are no 
falling coconut crates. It's 
just Jack versus Ammand. 
Use all the skills you've 
learned thus far and - 
win the duel to convin 
Ammand to attend the 
conclave. 


RECLAIM SRI SUMBHAJEE’S PIECE 
OF EIGHT FROM “STUPID” BARNABY 


“Stupid” Barnaby has stolen Sri Sumbhajee’s Piece of Eight. Go to the 
Slums and persuade him to part with it. 


Walk to the end 

of the dock and 
climb the rope to 
the ledge above. 
Proceed through 
the winding tunnel, 
along the trail of 
Money Bags. Make 
sure to collect the 
Gold Bar from the 
chest on the right before you enter the Market Area. Another 
Gold Bar is inside the chest immediately to the right of the 
Market Area entrance. 


Cross the Market Area to continue the journey due north, between 
the two torches straight ahead. Follow the Money Bags down 

the stairs and through the long-destroyed ships hull to the East 
Docks area. 


The docks in this area are too far 
apart for Jack to leap between, 
and there aren't any fancy zip 
lines to ride. Instead, go to each 
docks outer end and cut the 
ropes attached to the floating 
piers in the water. The floating 
pier then drifts into place 
between the two permanent 
docks. Jack still has some 
lengthy jumping to do, but each 
of the jumps is within his ability 
provided he gets a good running 
start. You must cut loose two 
floating piers. Cross over these 
gaps, and then cut down the 


pole to bridge the final gap. 
Tiptoe across the beam and turn 
left to enter the Slums. 
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This breaks the nearby ships mast and gives f 
water to the chest containing Calypso Piece 


Return to the barrel of pitch and 
leap into a hanging position on 
the wall's metal rail. Shimmy to 
the left, climb up onto the rail, 
then leap and grab the upper 
ledge. Shimmy and sidle back to 
the right, and continue along the 
structures side, all the way until you reach the ladde 
Grab the Shrunken Head from the chest inside the shi 
the path to the Slums. 


TRAPPED! 


|| When you enter the slums, approach the two workmen 
who are underneath an upturned boat, which is attached 
to a rope that leads to a ship wheel. Swipe at the ship 
wheel to trap the workmen underneath the boat and 
gain 75 Notoriety. 


d 


In the Slums area, go straight across the clearing to the ch 
it to find the fourth Gold Bar. This chest is just a few steps t 
of Barnaby, the target of Jack's trek into this area. Approach th 
in the red shirt and press the Interact button to talk with him. 


To no one’ surprise, "Stupid" 
Barnaby lives up his name and 
refuses to part with the Piece of 
Eight, thereby forcing Jack to 
beat it out of him. À number of 
Barnabys pals join the fray, but 
they're no match for the power 
of the Jackanism. Wait fora 
large number of foes to gather, 
and then use the Jackanism to 
eliminate them all at once. 


MBHAJEE's PIECE 


_ Sri Sumbhajee will be making his way to the conclave. Meet him in the 
Market Area and reunite him with his Piece of Eight. 


Follow the Money Bags out of the Slums, through a narrow passage 
dilapidated ships to the East Docks area. From there, follow the trail 


of Money Bags back to the Market Area where Sri Sumbhajee waits. 
Talk to him to get the conclave underway. 


Sub-Mission: Salvage the Booty 


On the Way back through the East Docks, return to where 
Jack first cut the rope to release the floating per and talk to 
the drunken sailor. He tells you about the salvageable booty 
lying on the East 
Docks. Retrace 
the steps of your 
initial passage 
through this 
area to find a 
Gold Bar where 
Jack previously 
cut the second 
rope. Exit this 
section of the 
East Docks to the 
Cliffs of Debris. 
Shimmy around 


the side of the 
large ship again. 
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This time, 9° 

all the way to 
the end to find 
another Gold Bar 
on the platform 
below. Continue 
through this section of the East Docks, jest as before, to find 
the final Gold Bar near the ladder that leads to the Slums. 
Cut back through the Slums fo resume the trip back to the 
Market Area. 


to the left of where Barnaby stood. This snakes its way through some 
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Protect MisTRESs CHING AND 
VILLANUEVA IN THE MaRKET AREA 


Mistress Ching and Villanueva are being ambushed by the 
East India Trading Company troops in the Market Area. 
Go to their aid. 


The conclave was going well— 
Elizabeth was just voted Pirate 
King—and then the East India 

Trading Company’s Black Cloak troops 
attacked! This is a tough battle thanks 
to the numerous adversaries. It’s best 
to use the Jackanism Sword to wipe out a 
large number of foes quickly. Jack should have 
little trouble finishing off the stragglers with the 
remaining power of the Jackanism attack. 


PROTECT AMMAND AND SRI 
SUMBHAJEE IN THE TAVERN 
SQUARE 


The battle has spread to the Tavern Square. Protect Ammand and Sri 
Sumbhajee from the East India Trading Company troops. 


There is a shortcut back to the Tavern Square! Go through the 
narrow passage in the rocks on the Market Area’s north side, 
and turn to the left to find a lever. Pull the lever to reveal a secret 
doorway that leads directly into the heart of Tavern Square. 


Rush to the center of the fight and locate one of the Black Cloak tr 
Immediately strike out at one and utilize the Finishing Move to eliminate him. Wit some luck, 
Shrunken Head. If it's the former, let it lie until one of the other Pirate Lords needs it. If it's the latter, 
eliminate the swarming masses. Keep fighting until the Tavern Square area is secure and Ammand an 


Follow the compass back to the South Docks where Teague and 

the Black Pearl await. This is the final battle before you bid farewell 
to Shipwreck City, so make it a good one! Fill the Swordsmanship 
Meter quickly by attacking the lesser enemies. Then pick out a Black 
Cloak and hit him with a Finishing Move. The battle area is pretty 
large, so keep an eye out for the occasional Grenado. Throw one a 
short distance, then run in the opposite direction to lure enemies 
toward it. Keep an eye on Teague's health, and switch back and forth 
readily. Although you can throw enemies into the water here, it's 
best to continue using the very helpful sword-punch-sword combo 
to build the Swordsmanship Meter. 


Once you've won the battle, descend the slope back to the B 
Pearl. It's time to set sail with a new Pirate King! 
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COGIT the newly elected Pirate King, decides to go fo war. She sels a” 


course straight Uto the mighty whirlpool brought on by the freeing of 


Calypso. The seas are in a state of unprecedented turmoil, the win 
howling, and the raw is driving. H's a perfect fume for one last battle 


^ Defend the Pear! and its 4 Steal the chest from the t4 Defend the Pear! and its 7 4 Collect seven Dice Sets. 
crew from the Dutchman depths of the Dutchman. crew from the Endeavour. — * 
attack. . 4 Find the Calypso Piece. 


$B Duel with Davy Jones. 


uM dg DOE Bis 


spices E 


Flying Durch 
REW 


The crew of the 
Flying Dutchman 

differs from the 
Scalawags Jack has 
fought elsewhere in 
that they are the y 
knocked down, th 
with a dagger, an 


ndead. They can’t be 
ey Can't be stabbed 
d they emerge 


are not terribly Skilled i 


n Swordpl, 
and can be defeated vj 7 


th ease. 
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The latter two enemy waves feature Maccus, Angler, and the rest of Davy Joness deformed crew. Rush 
their positions and empty your characters Swordsmanship Meters by performing one Finishing Move 
after another. Note the health pickups that appear, and always use the most injured pirate to collect it. 


The chest is being held in Davy Jones's Organ Room. Be careful; Becke 
men are protecting the heart and they carry some serious firepower. 


You're now in control of Jack aboard the Flying Dutchman. 
Descend the stairs and fight your way past the low-level 
crewmembers on the Gun Deck. Proceed to the next room. 
Becketts men have set up miniature cannons inside the ship, an 
they're firing from across the room. Jack must navigate the maz 
of crates and use his sword to push large, olive-colored crates 
position to block the cannon blasts. 


Sprint past the first right t 
and loop around the room: cages in the next hallway, 

outer edge to the first larg : : = toward the room at the spiraling 
- crate. Push it forward to block B staircases base. Use the iron 

the middle aisle from the : AN pipe in the chest to break 
cannons blast. Return to the BS 4 a the lock in the previous area. 
middle aisle and push the large Collect the Shrunken Head 
crate located on the right. Slip and Money Bags from the cells. Return to the base of the stairs. 
through the opening, defeat the Pull the large crate on the left out of the way in order to claim the 
cannon gunner, and pick up the final Calypso Piece that's in the chest under the stairs. Locate the 
Dice Sets in the rooms corner. Shrunken Head to the right of the stairs, and then ascend to the 
room with the ladder. 


Rush past the single row of 


Pick up the Dice Sets in the next room, and use a Finishing Move to Employ the trusty sword-punch-sword combo to fill the 

defeat Beckett's blue coat. The Flying Dutchman crewmembers here — Swordsmanship Meter before you climb the ladder to the Organ 
give Jack an opportunity to refill the Swordsmanship Meter before Room. Pick up the Dice Sets in the corner, and then climb up to the 
he descends to the Dutchman Hold via the stairs on the left. Organ Room. 


The Organ Room is crawling with Dutchman crewmembers, but it’s 
also littered with Money Bags and a Shrunken Head! The chest that 
holds Davy Jones's heart appears 
in the middle of the room 

once you defeat all of these 


enemies. Use the tactics that 
you've employed throughout the 
adventure to clear this room and 
lay claim to the chest. 


One of Beckett's men is set up with a miniature cannon at the prison 


cell row's far end. To avoid getting shot, hold the Sprint button and 
zigzag down the aisle from cell to cell. The crony fires the cannon 
each time you cross his line of fire. Just wait in the cell until you hear 
the blast, and then 
run across to the 
next cell further 
up the row. Pick 
up the Dice Sets in 
the third cell and 
keep moving. 


You have unlocked a Treasure Trove chest! 


The final Jackanism Chest sits in front of the organ. Use the 
three Shrunken Heads you've found to open it as soon as the 
enemies start to appear. Then put the extra Jackanism power 
to use against the late arrivals. There's no better time than 
now to use the Jackanism Sword! 


STEAL THE HEART FROM 
Davy TowxEs 


Finally, the key and chest are once more in the same place. Now all that 
remains is the small problem of Davy Jones standing in the way. Defeat 
Davy Jones with a fine display of swordsmanship! 
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Jack and Davy Jones square off atop the yard high above the 
Flying Dutchman's deck. Davy Jones, as you would expect, is a 
master swordsman and can perform seven-hit combinations! 
Although he isn't likely to make lunging stabs at the gut, 
his attacks come swift, and they are highly varied. 
==, Defending against his lengthy combos is tough, 
but you can do it if you focus squarely on 
matching his offense with a clean defense. 
Don't worry about counterattacking, as 
Davy Jones's defense is nearly as keen as 
his offense. Instead, use the Special Meter 
to perform offensive Special Attacks, the 
only surefire way to inflict damage without 
him deflecting it. 


Bie qus 
: WS Dev OARS 


Jack may have succeeded in knocking Davy Jones from atop the 
sails, but Will must finish him off! Davy Jones continues using 

a seven-hit combo attack. However, now he frequently cuts the — 
combo short with a medium-height lunging attack. He typically 
uses the lunge attack on the fifth strike, so keep count as you 
defend his attacks, and look for the lunge to come on the fifth hit. ^ 
Will should be able to score a few clean slashes by using a high- 


high-high-low combo attack, but it’s best to rely on the Special 


Attack, because it never misses. 
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BLACK PEARL 


DEFEND THE BLack PEARL FROM 
THE ENDEAVOUR CREW 


The Endeavour, with Beckett at the helm, is likely to be too much for th 
Black Pearl and her crew. Hold them back as long as you can and pray 


for a miracle. 


You can handle 
the initial wave 
of attackers much 
the same way you 
did all the other 
misguided fools 
who tried to bri 
down the Black 
Pearl. None of 
these enemies 
requires a Finishing Move, but you should definitely employ the 
tactic whenever you can to gain health pickups and, if you're luc 
Shrunken Head. Use the Shrunken Head to summon the Jackani 
Sword's power, and you'll quickly slash through Beckett's men; - 
boosting your soul count in the process. There are three Dice Sets 
on the Black Pearl’s deck— collect them all to complete the set. 


After you squelch the initial 
attack, Beckett's men draw rifles 
and take aim at Jack from the 
safety of the Endeavour. There 
are three groups of riflemen: 
two along the ships middle 
section and a third near the 


Use the available cover to avoid getting shot, and lob a Gr 
the riflemen while they reload. The best way to do this is to 
riflemen directly and hold the Interact button long enough te 
the projected trajectory meet the large mast behind the rifl 
Bounce the Grenado off of this mast to land it right at their f 
a direct hit! 


bow. During this sequence, Jack 


must fire a broadside cannon 
blast at the riflemen positioned 
across from each of the Black 
Pearl's cannons. Take cover 
behind the mast and the stack of 
crates near the ships bow (hold 
the Sprint button to crouch). Dip your sword into the pitch and rush 
to either cannon to light it. Repeat this tactic with each cannon to 


Once you exterminate the 
riflemen, Beckett sends a final 
group of his men across to 

the Black Pearl. You can now 
control Jack, Elizabeth, and 
Barbossa. Continue using 
Finishing Moves to tease health : 
pickups and Shrunken Heads from the enemies, and use thes 
items to tilt the battle in your favor. Finish off the last of Be 
men to see how this tale of pirates and legend comes to a cl 
Congratulations, you've completed he Caribbea 
World’ End. Just make sure you dont tell ab 
story before they see the movie! 


eliminate the first two groups of riflemen. 


You cant use the 
cannons to beat 
back the final 
group of riflemen. 
Instead, go to the 
chest at the stern, 
which contains an 
unlimited supply 
of Grenados. 


TREASURE TROVE 


Wondering what all of the Calypso Pieces and Jackanism Chests are about? If so, you've come to the right spot. This chapter provides a quick 
rundown of what you unlock in the Treasure Trove for finding each of these items in the game. Note that the following unlockable items refer 
strictly to the Xbox 360 and PlayStation 3 versions of the game. : 


Several of the chapters in the game feature a Jackanism Chest. 


These chests can be opened only by Captain Jack Sparrow and, even 
then, he must perform a Jackanism, which he can do only when he 
possesses three Shrunken Heads. Consult the walkthrough portion 
of this guide for tips on locating and unlocking these chests. 


Jackanism Chest Contents 
Location Type Description 


Prison Fortress Character Art £1 Main enemy characters, including Davy Jones, Maccus, Angler, Penrod, and other members of the Flying 
Dutchman crew, as well as Black Bart. 
Port Royal Character Art £2 Main characters, including Captain Jack Sparrow, Will, Elizabeth, Teague, Captain Barbossa, Tia Dalma, 


Bootstrap Bill, Beckett, and several other lesser characters. 


Concept Art #1 30 pieces of concept art showing sketches of environments, early in-game renders, storyboards, and character art. 


Isla Cruces 


Pirate Lords, including Villanueva, Mistress Ching, Sao Feng, Gentleman Jocard, and the others, as well as 
alternate costumes for Elizabeth and some of the Pirate Lord bodyguards. 


Find all eleven Calypso Pieces in the game to complete the parchmen 
puzzle in the Captain's Log, and to unlock the Calypso Story Chest in 
the Treasure Trove. Watch the drawings on the Calypso parchments 


scroll by as you listen to the tale of Calypso narrated by our very own 


Black Bart. This is very entertaining and sheds light on why the game 
ends the way it does. If you got to the end of the game and haven't 
found all eleven Calypso Pieces, definitely go back and use the “Replay 
Level” feature to find any you missed— its worth the effort. 
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ACHIEVEMENT GUIDE 


You can unlock the following 30 Achievements while playing 

the Xbox 360 version of Pirates of the Caribbean: At Worlds End. 
These Achievements total 1,000 Gamer Points, and you can earn 
all of them during normal, thorough game play. Some of the 
Achievements are pretty tough to earn, however, so be sure to read 
the following tips if you're stuck. 


Collect all seven Flags throughout Tortuga. These Flags all appear on the maps in 
Chapter 4 of the Campaign Walkthrough. 


Collect all seven Paprika Tins throughout Isla Cruces. These Paprika Tins all appear 
on the maps in Chapter 5 of the Campaign Walkthrough. 


Seven Bottles of Rum Bm o 


Collect all seven Bottles of Rum aboard the Black Pearl during the Kraken attack. These 
Bottles of Rum all appear on the maps in Chapter 6 of the Campaign Walkthrough. 


[SevenSeaCharts — — [2 Pons — — — — 5 | 


Collect all seven Sea Charts throughout Singapore. These Sea Charts all appear on the 
maps in Chapter 7 of the Campaign Walkthrough. 


Collect all seven Skulls throughout Davy Jones's Locker. These Skulls all appear on 
the maps in Chapter 8 of the Campaign Walkthrough. 


Seven Tarot Cards aerate 


Collect all seven Tarot Cards aboard the Flying Dutchman. These Tarot Cards all 
appear on the maps in Chapter 9 of the Campaign Walkthrough. 


Collect all seven Gold Bars throughout Shipwreck City. These Gold Bars all appear on 
the maps in Chapter 10 of the Campaign Walkthrough. 


Collect all seven Dice Sets aboard the Flying Dutchman and Black Pearl. These Dice 
Sets all appear on the maps in Chapter 11 of the Campaign Walkthrough. 


Find the hidden Calypso piece on each level to unlock the story of Davy Jones and 
Calypso. Flip to the “Campaign Walkthrough” section of this book and follow along 
with each chapter's map and strategy to find each of the Calypso Pieces. 


IGNORE THE COMPASS 


Pirates don't place their treasure where it can be easily 
found. Do yourself a favor when you're looking for the seven 
items scattered throughout each chapter: dor't follow the 
compass. The items you seek are often inside chests located 

l off the beaten path. And, in many instances, they're in areas -= 
opposite the direction to which the compass points. o. 


: ——— —)XCKANISM CHEST 


Collect all seven Letters throughout the Prison Fortress. These Letters all appear on 
the maps in Chapter 1 of the Campaign Walkthrough. 


Collect all seven Periwigs throughout Port Royal. These Periwigs all appear on the 
maps in Chapter 2 of the Campaign Walkthrough. 


Collect all seven Nautilus Shells aboard the Flying Dutchman. These Nautilus Shells all 
appear on the maps in Chapter 3 of the Campaign Walkthrough. 


Open the Jackanism Chest at the Prison Fortress to unlock bonus material in the 
Treasure Trove. You can unlock this Jackanism Chest only by replaying the level after 


Jack has gained the ability to use Shrunken Heads. 


Open the Jackanism Chest at Port Royal to unlock bonus material in the Treasure 
Trove. See the Chapter 2 portion of the Campaign Walkthrough for its location. 


Open the Jackanism Chest at Tortuga to unlock bonus material in the Treasure Trove. 
See the Chapter 4 portion of the Campaign Walkthrough for its location. 


Isla Cruces Treasure 


ourth Finishing Move — | 


Unlock Will's second finishing move by surviving Isla Cruces. Follow the Chapter 5 
| portion of the Campaign Walkthrough for Strategy and tips. 


Unlock Elizabeth’s second finishing move by locating Mistress Ching and Villanueva 
in Tortuga. Follow the Chapter 4 portion of the Campaign Walkthrough for Strategy 


and tips. 


: Unlock Elizabeth's third finishing move by Surviving Isla Cruces. Follow the Chapter 5 
-| Portion of the Campaign Walkthrough for Strategy and tips. 


Open the Jackanism Chest at Isla Cruces to unlock bonus material in the Treasure 
Trove. See the Chapter 5 portion of the Campaign Walkthrough for its location. 


The Kraken Treasure LL eee S 


Open the Jackanism Chest during the Kraken attack to unlock bonus material in the 
Treasure Trove. See the Chapter 6 portion of the Campaign Walkthrough for its location. 


Davy Jones’s Locker Treasure Ee 


Open the Jackanism Chest at Davy Jones’s Locker to unlock bonus material in the 
Treasure Trove. See the Chapter 8 portion of the Campaign Walkthrough for its 
location. 


Shipwreck City Treasure | 25Points — | 


Open the Jackanism Chest at Shipwreck City to unlock bonus material in the Treasure 
Trove. See the Chapter 10 portion of the Campaign Walkthrough for its location. 


The Maelstrom Treasure | 25Points | 


Open the Jackanism Chest during the Maelstrom to unlock bonus material in the Treasure 
Trove. See the Chapter 11 portion of the Campaign Walkthrough for its location. 


izabeth's Second Finishing 
[3 


- Elizabeth's Third Finishing 


Unlock Elizabeth's fourth finishing move by exploring and escaping from Singapore. 
Follow the Chapter 7 portion of the Campaign Walkthrough for Strategy and tips. 


_| Elizabeth's Fourth Finishing 
. | Move 


Use the Jackanism Sword to collect 100 souls from enemies. Find Shrunken Heads 
and use them to trigger the Jackanism Sword's power. Defeating enemies while the 
sword glows green allows Jack to collect their souls. 


Unlock Jack's second finishing move by escaping from the Prison Fortress. Follow the 
Chapter 1 portion of the Campaign Walkthrough for strategy and tips. 


Jack's Third Finishing Move 25 Poms  —  . 


Unlock Jack's third finishing move by surviving the Kraken's attack. Follow the 
Chapter 6 portion of the Campaign Walkthrough for strategy and tips. 


Jack's Fourth Finishing Move 25 Points 


Unlock Jack's fourth finishing move by escaping Davy Jones's Locker. Follow the 
Chapter 8 portion of the Campaign Walkthrough for strategy and tips. 


Wills Second Finishing Move | 25 Points 


Unlock Will’s second finishing move by rescuing Chevalle and leaving Port Royal. 
Follow the Chapter 2 portion of the Campaign Walkthrough for strategy and tips. 


— | Will’s Third Finishing Move 25 Points 


Unlock Will’s third finishing move by stealing the key aboard the Flying Dutchman. 
Follow the Chapter 3 portion of the Campaign Walkthrough for strategy and tip: 
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How TO BE A PIRATE 


NTRODUCTION. 


So, you want to be a pirate, eh? In this chapter, you'll find many tips 
for defeating the filthiest bilge rats, as well as hints for exploring 
every corner of the Caribbean's waters. This section of the guide 

is intended for use with the PlayStation 2, PSP, Nintendo Wii, and 
Windows PC versions of the game. However, the following content 
is a supplement to the user manual that comes with the game, not a You'll encounter all sorts of NPCs (Non-Player Characters) 
replacement for it. throughout the games universe. Some of these characters have 
exclamation points floating above their heads. This indicates that 


the NPC has something to say. Press the Action button when you're 


e. next to such characters in order to talk to them. Many of them 


RA I ES: of provide clues to an enemy’s whereabouts or sub-missions for you to 
RIBBEAN B rone 
the time to speak 


AT Ma hinted ganar DS END 


to every character 
you encounter to 
PRESS START BUTTC JN reap the benefits 

m ; of your social 
standing. ..or lack 
thereof. 


D2007 DISNEY 


Small circles of yellow light appear on the ground at various points 
within a stage. These positions are referred to as Trigger Points. 
Pressing the Action button while standing over a Trigger Point 
initiates a special action. These actions range from firing cannons to 
leaping over giant 
chasms. Trigger 
Points are an 
important device 
that enables you 
to proceed further 
into a stage, so 
always activate 
them when they 
appear. 
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You can use barrels, walls, and trees in 
combat. Barrels and walls are helpful when 
you use them in combination with the Olé 
(consult the “Advanced Swashbuckling” 
section of this chapter). On the other hand, 
you can sometimes cut down trees with 
sword swipes, causing them to fall onto 
nearby adversaries. In the case of Duels, you 
can use the Action button to pelt your enemy 


with certain props: pillows and so forth. 
Always mind your surroundings and look 


for opportunities to abuse your enemies with 
objects in the environment. 


In addition to their utility in combat, crates, vases, 
and other containers often contain useful 
items. Use your weapon to break them 

open and reveal the goodies inside. 
These items have various positive effects 
that can easily improve an unfavorable 
situation. 


ACKANISM 
During specific game play segments, command icons flash at the 
bottom-left corner of the screen. When they appear, you must input 
these controller commands to safely move your character through 
the scene. Inputting a command incorrectly or too slowly ends the 
sequence prematurely, often forcing you to restart the Jackanism 
from the beginning, or to deal with some sort of punishment, 
sometimes in the form of additional enemies to defeat. Completing 
the Jackanism avoids combat and nets a higher overall score, which 
may raise your Notoriety Rank. In some cases, you may even earn a 
Treasure Cove item for your efforts. 


p-Io2 Nintendo Wii, PS2, PSP, & Windows PC 


The heart icon and number at the top-left of the screen indicate your 
life points. Taking a hit from an enemy attack reduces these points. 
When your total life amount reaches zero, the game ends. The object 
of combat is to defeat your enemies while surviving their assaults. 
Eliminate your adversaries by employing a wide array of sword 
techniques, items, and volatile props. This section discusses the basic 
attacks at your disposal. Become familiar with these abilities before 
you move on to the more complex aspects of swashbuckling. 


LIGHT ATTACK 

This speedy sword swipe lacks the power of the other attacks in your 
arsenal. However, it's extremely quick, making it ideal for pinning 
down your enemy with repeated hits. 


The unwieldy Heavy Attack inflicts massive damage when it hits 


your foe, sacrificing speed for raw power. Use it in situations where 
youre sure the enemy isn't winding up for an attack. 
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CLosE ATTACK [GRAB] 


The Close Attack serves two proposes. The first is a Grab technique, 

which you initiate by pressing the Close Attack button when you're 

directly next to your enemy. This technique cannot be blocked by 

normal means, so it's useful against overly defensive enemies. Its 

second purpose E. 


CHAIN COMBINATIONS 


is to act as a 
modifier for attack 


combinations You can string together Light and Heavy Attacks back-to-back 


that i i <i DEREN : 
you earn in in any order. This is referred to as a “chain.” For example, input 


Story Mode (refer the command Light Attack + Light Attack + Heavy Attack 
to the following > Light Attack. When you perform this correctly, Captain 
"Story Mode Jack Sparrow swings through each successive attack without 
Combinations" stopping. The attack's strength doesn't matter—Jack will shift 
list). between slashes swiftly and smoothly. 


STOR 
You can obtain several preset combinations. These combos are not available initially; you must unlock them by completing specific stages in 


Story Mode. Each combo has special uses and properties that make it unique. 


/ pe 


| Light Attack + Light Attack + Close Attack 


| This string is the first combo you receive in Story Mode. The final 
the preset combinations, the Close Attack segment of this string is completely invulnerable to enemy attack. 


two strikes deliver big damage to incoming enemies. As with all of 


hree spinning sword attacks, making it very useful against large groups of enemies. Your 


| The Ranged Attack combo ends with t 
he spinning segment. Because it starts with a quick Light Attack and 


! character is completely invulnerable to enemy attack during t 
| ends with the best-rounded finishing attack available, this may end up being the combo you rely on most often. 
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Heavy Attack Light Attack Close Attack 


Many enemies have a tendency to block, making it difficult to inflict direct damage to them. The Barge Attack combo is your answer to 
tis problem. The final hit of this combination cannot be blocked by your enemy. After the shoulder charge knocks over your adversary, 
- heisleft grounded for an extended period of time. Use this moment to safely stage an attack against another nearby enemy. 


Heavy Attack » Heavy Attack Close Attack 


| When you need unrelenting power, the Block Breaker combo provides a four-hit chain that defeats mos 


| each hit having an extremely long wind-up period, this strings final two strikes are very difficult for mo 
combo when you're fighting against single enemies. 


t enemies in one shot. Despite 
st enemies to block. Use this 


Comso Tr» Guard Cancel 


The Close Attack modifiers for the aforementioned combos | The guard ability possesses a S property. If you | 
have a special property: they're all invulnerable to enemy attack. | perform d during an attack, the guard function completely 
For example, if you perform the Range Attack combo against 
one enemy, and a second foe attempts to slash you during the 
strings third hit, the foe's attack will pass through your character 


overrides the attack, cancelling the remainder of its recovery 
and immediately putting you into the blocking stance. This 


without inflicting damage. However, if the foe strikes you property allows yon to block at almost any moment when 


during the string' second hit (the Heavy Attack), then you'll 
take damage as normal. Time your combos to exploit this 
property when you confront several foes simultaneously. 1 


YOu See an UO reU strike. 


thts 


M 


Brock / GUARD 


Holding the Guard button initiates a defensive stance. Within this : i ; Jance SQ e bing 


stance, your character is invulnerable to anything except grabs, 
obstacles, and gunfire. You can move around or strafe to change 
your position while blocking. 


A pirate doesn't rely on sword-fighting techniques alone. A clever 
swashbuckler is never opposed to fighting dirty. You can perform 
several defensive techniques while blocking. These moves can upset 


Utilizing the guard is one of - = 
your enemy’ tactical position and leave him in a vulnerable state. 


the most important techniques 


to learn when fighting off Take caution; advanced moves use up stamina, the three black pearls 


adversaries. Always keep your displayed under your life points. You can’t block once your stamina 


finger near the Guard button is depleted, so use these techniques sparingly. 


so that you can easily react to 


incoming attacks. 
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Stun 


Hold the Guard button and back away from your enemy just before 
he attacks. Your character will push the enemy away and leave 

him momentarily stunned. This technique is useful for knocking 
an enemy out 

of commission 
when youre 
assaulted by a 
large group of 
foes. Your enemy 
is vulnerable 
while hes 
stunned, so finish 
him off with a 
Flintlock shot. 


Olé (Sidestep) 


While holding the Guard button, move to the left or right (relative 
to the opponents position) just before any enemy strikes. If you time 
this just right, 
you'll move to 
your foe's side 
just as he attacks, 
causing him to 
stumble. Try this 
technique near 
ledges or barrels 
for entertaining 
results. 


Kick 


To perform a step kick, hold the Guard button and walk toward 
your enemy while 
he performs an 
attack. Similar to 
the Olé, the Kick 
can be used in 
the same manner 
to push enemies 
over ledges or 
into barrels. 


Counter Move 


While holding the Guard button, press the Light Attack button 
just before an enemys strike hits. This unleashes a counterattack. 
Once it starts, 
the Counter 
Moves animation 
is completely 
invulnerable to 
enemy attack, 
so have no fear 
performing it 
against groups. 
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SECONDARY ITEMS AND INVENTORY 
In addition to the sword, your character can access restorative 

items and three sub-weapons. The availability of these items is 
based strictly on the amount you've picked up within a stage. You 
can acquire them most frequently from defeated enemies and 
broken crates. 


Ju T od on. 


The chicken item boosts your 
life points by a preset amount. 
The effectiveness of this item 
increases as your item strength 
rises in Story Mode. 


Just as the name implies, this 
weapon is a knife thrown from 
a distance. Upon impact, it 
inflicts moderate harm to your 
enemy. Although it's effective 

in some cases, this weapon is 
easily overshadowed by both the 
Flintlock and the Grenade. 


V2 CK 


Every pirate needs more than 
just a sword to handle difficult 
situations. The Flintlock is 

a single-shot pistol boasting 


unlimited range. It defeats 
most enemies in one or two 


shots, making it an exceedingly 
useful device when your sword 
technique isn't cutting it, so 

to speak. 


LOS (Bombe 


The bomb is a long-range 
weapon tossed in an arc. 
Upon impact, it induces an 
explosion with a large radius 
of effect. Grenades are very 
useful for dealing damage to 


an entire group of enemies 
simultaneously. Dont ever 
throw a bomb when youre close 
to an enemy—it'll fly overhead and miss entirely. 
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COMBAT STRATEGY 

Observation and reaction time are the keys to successful 
swashbuckling. When you don't have access to every combination, 
go on the offensive by chaining a Light Attack into another Light 
Attack. If your enemy attempts to attack you during this string, 
quickly press the Guard button to block his strike. You can also go 
for the Counter Move. If your enemy either blocks or gets hit by the 
combination, chain into a Close Attack to initiate the Focus Attack 
combo; this can hit your enemy for big damage. 


Once you've acquired most of the Story Mode combinations, your 
main opening assault should be a Light Attack » Hard Attack. 
When you attack with this string, closely observe what the enemies 
in the vicinity are doing. If your enemy starts to block the first two 
strikes, chain the Heavy Attack into a Light Attack Close Attack 
string to perform the Barge Attack combo. If several enemies crowd 
around the first 
enemy, chain 

the final Heavy 
Attack into a 
Close Attack 

to perform the 
Range Attack 
combo. Finally, 
if you ever see 
your foe attack 
while you're 

in the middle 

of the Light 
Attack + Heavy 
Attack string, 
press the Guard 
button, and then 
immediately 
initiate a Light 
Attack to perform 
a Counter Move. 


A combo counter acts as a secondary scoring system designed 

to reward players for fighting effectively. This counter tracks the 
number of times you hit an enemy in succession within a specific 
period of time. Taking damage 
or failing to hit an enemy before 
the counter expires ends the 
combo. Performing combos 
raises your Notoriety Rank. 

The larger the combo, the 

more Notoriety you gain. Some 


sub-missions also require you 
to land a combo of a specific 
size. Take advantage of the system and learn how to string together 
moves in a manner that leads to big combinations. 
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Theres no battle more epic than two individuals clashing together in 
a one-on-one bout for superiority. The duel is a sword fight between 
two characters on a single plain. They're similar to any other sword 
fight, but they feature several major differences. The first is the lack 
of preset combos. None of the combos that end with the Close 
Attack modifier can be used during a duel. Outside of restorative 
items, sub-weapons cannot be used in any shape or form. Finally, 
many Advanced Swashbuckling techniques, like the Olé, Kick, and 
Stun, cannot be performed. Instead, only the Counter Move 

is available. 


Several duels against infamous enemies occur throughout Story 
Mode. Because the number of attacks at your disposal is reduced, 
concentrate on defensive 
techniques to defeat your rival. 
The Counter Move is especially 
important because most 
enemies tend to block often. Use 
the Counter Move to throw your 
enemy off balance, and then 
move in to attack with a Grab, 
or try the following combo: 
Light Attack + Light Attack > 
Heavy Attack + Close Attack. 


- 
TCASTRET 


6214 


In addition to each stages normal 
objectives, you can complete a 

variety of sub-missions. These : 
missions aren't required to 4 D j ^ 
finish the game, but they do : 
offer additional Treasure Cove 


Til not waste my time with the likes 
of you, not after the last time? g 


items when you complete them. 


Common sub-mission objectives 
include scoring a combo of a 
specific size, collecting a precise 
amount of loot, or collecting all 
of the Crab Pendants within an 
area. Its well worth the effort to 
finish the sub-missions that each 
stage offers. 


INI GAMES — 


You'll encounter several mini games within Story Mode. You don't 
have to play them to complete the main game, but they're required 
for completing some sub-missions. You can also use them to earn 
loot, which you may also need for a sub-mission. 


— CP A E 


Charm Cards 


It's possible fo cheat in both Pirate Poker and Dice. Doing 
so requires Charm Cards, which you obtain by completing 


t 
| 
i 
È 
d 


Jackanisms or sub-missions in Story Mode. Charm Cards 
carry various effects that gie you ^ winning edge for a 
single turn. For more information on how to obtain these 


cards, refer to the “Treasure Cove" section of this guide. 
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| 
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PIRATE POKER 

Pirate Poker is based on the rules of Texas Hold ‘Em. To start a 
game, all players ante a blind bet. Each player is then dealt two 
private cards, which are called his or her “hole” cards. Upon seeing 
their hole cards, all players have an opportunity to bet again (or 
check, or raise, or fold). After this round of betting, three cards are 
laid face-up on the table. These cards, known as the “flop,” are the 
first three community cards, which each player uses in combination 
with his or her hole cards to complete a working poker hand. 
Another round of betting takes place after the flop is revealed. One 
more card, called the “turn,” is then added to the community cards. 
After the turn, another round of betting takes place. Now a final 
card, known as the “river,” is added to the four previous community 
cards, making a total of five. Now that all of the cards have been 
dealt, one last round of betting takes place. Players then reveal their 
two hole cards. 
The player with 


Dealer 


a 


the strongest : L Blind. 


five-card hand 
built from his 

or her two hole 
cards and any 
three of the five 
community cards 


S Blind 


wins all of the 
loot in the pot. 


The exciting game of Pirate Dice is based on a game called Bluff. 
To start, each player must enter a stake, which is the amount of loot 
needed to enter the game. All players then shake their dice within 
their cups and turn the cups upside-down onto the table with the 
dice hidden underneath. Players check under their cups to see what 
they have rolled but they keep this information private. A player is 
then selected to start the betting. He or she guesses the total number 
of dice under all the cups that show a particular face number. For 
example, this person might guess that a total of seven dice show the 
number ‘2’ face-up. The next player has three options: 


1. Bid: You can guess a higher number of dice than the previous 
player guessed, or guess a higher face value. 


2. Liar: If you feel that the previous player's guess is incorrect, 
you can call that player a liar. If that player's guess turns out to 
be correct, you lose some of your loot. If the player's guess is 
wrong, then that player loses some loot. 


3. Equal: If you think that the previous guess is correct, then 
you can agree with that bid. If it turns out that you're wrong, 
you lose some of your loot. If you're correct, then the previous 
player loses some loot. 


When a player loses all of his or 
her loot, then he or she is out 
of the game. The winner is the 
player with the most loot after 
10 rounds. 


Your Notoriety Rank is a type of scoring system. A character's 
Notoriety Rank modifies the damage that he or she inflicts on 
enemies with each hit. The higher the Notoriety, the greater the 


damage that the player delivers with each hit. You earn Notoriety by 
defeating enemies, scoring large combos during combat, completing 
Jackanisms, and finishing sub-missions. Heres a sampling of the 
Notoriety Ranks you can achieve: 


Bad Good 

waa i ee 
moe a 
[mme — [mm — | 
[Scoundrel 
i i] 
E 9 


Pirate Lord 
Legendary Pirate 
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The infamous, facetious, ard always contagious Captain Jack Sparrow is spending his time happing in a Prison Fortress. 
The time of his execution looms closer and closer by the hour, and there's little rum to help hum pass the time. When all 
hope seems lost, the Pirate Lord Teague offers Jack an opportunity to escape his unwanted home. 


4 Escape from the Prison Fortress. 
Sige eue 
p e 


^ Captain Jack Sparrow Unlocked 


4 Challenge Mode Location Unlocked 


ocr recente et EE COCO Tie 


Once you gain control of Jack, destroy the crate directly next to you. 
The Pendant inside is the first of the four Crab Pendants needed for 
your first sub-mission. Walk down the stairs to find a large room 


with a couple of 
prison cells. 
Stand in front of 
the cell to your 
left and speak 

to the prisoner 
inside. Your 


dev . you, be careful! The guards are 
all around here. Just chain your 
attacks and you can beat them easily 
Now quick, behind you — you've been 
spotted! 


fellow pirate 
warns you of 
two guardsmen 


Crab Pendants | Collect 4 Crab Pendants left here by Tia Dalma. 
Successfully complete the Jackanism. 


Loot Find and collect 850 Loot. Loot can be found by breaking containers or 
defeating enemies 


Defeat Enemies | Defeat 10 enemies any way that you can. 
Level Notoriety | Achieve 1500 Level Notoriety. Level Notoriety is increased by completing 


sub-missions and defeating enemies. 


Hit Combo Perform a 15 Hit Combo. Increase your Combo by stringing together attacks 
without taking a hit. 


Prisoner Release prisoners from 4 cells. Some prisoners may give you valuable information! 


Olé Enemies Use the Olé move to defeat 4 enemies. This also counts towards the Defeat 10 
Enemies sub-mission. vu 


——————————————EP TS a 


Combat Instructions 


The first thing fo remember is to fortify your defenses by 
pressing the Guard button. You can guard at almost any 
time, even if you're in the middle of & attack. During 
combat, keep your finger 
over the Guard button and 
press 4 any time you react 
fo an enemy's attack. This 


is especially important 


when you engage several 
Rhemes atl once, aS Ong 
foe might slash at yo 
while you're attacking another. While holding Guard, 
press the Attack button to initiate a parry. H you execute a 
parry just before your enemy's strike hits, your character 
initiates a counterattack. With good reaction tune, 99 e^ 

i essentially avoid ever getting struck by a foe's attack. If 

| you decide to 9o on the offensive, a useful combo is two 


approaching 
from behind. Light Attacks followed by a Grab. If your first two strikes 
are blocked, immediately guard to avoid leaving yourself 
` vulnerable. Repeatedly slash the two guardsmen with the 
aforementioned combo until they're down for the count. 
pics Ni "tendo Wii, PS2, PS 
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With the guards out of the way, speak to the prisoner again and 
free him. Crack open the crate near the cell to your right to acquire 
a gun. Walk to your left until you see the rope hanging next to the 
staircase. Activate the trigger point to the right of the rope to cut 

it loose and rise to the platform above. Move to the right, up the 
stairs to the furthest prison cell. Speak to the prisoner to free him, 
and then move toward the trigger point that appears to the left 

of the cell. Use the trigger point to swing over to a beam that's 
located off-screen. 


Hey! Some of these stupid guards 
think they're crack hands at dueling. 
Just remember .. to block and wait 
for a real good moment to strike! 


and parry the gu | 
attacks to thwart his 
offense. If he s! 
playing passively 


After the duel, move on and speak to the prisoner to free him. 
Open the crates to your left for an item. Walk south to the trigger 
point and climb down the ladder. Move to the right until you reach 
a staircase. Defeat the guard standing outside the door with the 
techniques you ve learned thus 
far. Activate the nearby trigger 
point to open the door. Walk 
into the room and activate the 
trigger point beside a coil of 
rope. After the cannon falls into 
* the stand, fire it by activating its 
trigger point. 
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With the blockade eradicated, climb the ladder to find a ro: 
crates. Open them all for some loot. Continue south to finc 
trigger point, which causes Jack to slide down a zip line. Onc 
land, proceed to the left and destroy the crates for a few item 
another Crab Pendant. Go to the door on your right and acti 
trigger point to move on. : : 


Three burly mer await your arrival at the upcoming stone 
bridge. This is a good time fo practice the “Olé,” a technique 
that enables you fo evade your enemy's attack and throw 
him of f balance. Do this by 
holding the Guard button 
and pressing Left or Right 
on the analog stick jest 
before a foe's attack hits. 
If you do this correctly, Jack 


dodges the attack, causing 


your enemy to stumble. Your adversary is helpless while he's 
stumbling, making him vulnerable to ledges and pitfalls. You 
can also make your adversary stumble into other enemies, 
which is a good Way to deal with a group of filthy sea rats 
when you're outnumbered. Try using the Olé to deal with the 
enemies in this area. Defeat at least four of these enemies 


fo meet the requirements for the Olé sub-mission. 
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Another duel commences just after you defeat the three henchmen. 
Tackle your opponent the same way you did the other fortress 
guards. Continue right, into the castle. Crack open the nearby crates 
before you use the trigger point to slide down the zip line. Climb the 
stairs to the left and enter another room with crates. Destroy them 
to find more loot and another Crab Pendant. Leave the room and 
descend the staircase. Enter the room to the north. 


M 


Upon entering the mess hall, a special sequence called a "Jackanism" 
commences. You must input the command that appears onscreen to 
safely move your character through the scene. Inputting a command 
incorrectly or too slowly ends the sequence prematurely and forces 
you to combat 
several guards 
as punishment. 
Completing the 
scene avoids 
combat and nets 
a higher overall 
score, which 
may raise your 
Notoriety rank. 


After the Jackanism, explore 
every corner of the room and 


" 


activate the three trigger points 
SUB-MISSION COMPLETE that you encounter. This lowers 
a drawbridge inside the red 
doorway to the north. Cross 
the bridge and make a right 
turn to find another prisoner. 
Release the poor scoundrel, 
then continue down the nearby staircase. At the bottom, continue 
oving right, against the north wall, to come to another crate. Open 
find the final Crab Pendant. When you're ready, proceed to the 
ht to trigger a special combat sequence. 
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PRISON GUARD 


The prison guard that defends this room holds a key that you 
need. He fights exactly like the other guards you've faced, 
but with one major difference: he has a lot more health. 
Defeating him with 

physical attacks takes a 

lot of time and effort. 

Instead of fighting him 

directly, move toward 

the trigger points around 

the area's perimeter. 

Slashing at the wooden 

levers drops a steel cage 

into the middle of the arena, which can damage the brutish 
guard. You can also fire the nearby cannons by pressing the 
Action button at the trigger points next to each one. Move 
around the field and lure the guard into a cannon’s line of 
fire. You can take him down permanently by nailing him 
with just two direct cannon shots. 


Once you've obtained the key from the guard, activate the trigger 
point at the east gate to open it. Run down the corridor and defeat 
the henchman standing near a barrel. Use the trigger point near 
the barrel to spill some gunpowder. Use the second trigger point 
that appears to blow through the north doorway. Open the crate in 
front of you to 

obtain another E 
item, and then 

defeat the three 

guards attempting 

to thwart your 

escape. With 

them out of the 

way, head toward 

the coffin at the ar 
end of the pier to e Mo» à 
move on to th 

next stage 


egostos. He happens to find Jack Sparrow, who 


Jock from becoming a meal, several cannibals 


of Will Turner, your objective isto fight off 


has been captured by the local cannibals. After savi 
leap out of the surrounding shrubbery. Now in conl) 
enemy attack while helping the Black Pearl's crew 


Primary Oise 
x Escape from the island. 
Mig; LA 


QB will Turner Unlocked 


Hit Combo Perform a 15 Hit Combo. Increase your Combo by 
stringing together attacks without taking a hit. 
Rescue Rescue 9 Black Pearl crew members captured on the 
island. 
Find and collect 1000 Loot. Loot can be found by 
breaking containers or defeating enemies. 


Five cannibals join the fray once you cross the bridge. This is a goo 
bo — time to complete your combo sub-mission, which asks for a 20-hit 
3 : combo. Slash at your enemies with repeated Light Attacks; quickly 

i E S C A P E F R O M : switch to the next foe when the first one falls to keep the combo _ 
; counter going. If you ever suspect that a cannibal might assault yo: 

é - : from behind, use the Counter Attack technique to avoid getting _ 
H E ] SL AN D ge hit. This effectively keeps the combo counter going while avoiding 


damage. When you defeat all the enemies, open the seven pots in | 
the area and take the loot inside. 


xs Challenge Mode Location Unlocked 


Five cannibals drop into the scene after Will Turner cuts down the 
roasting Jack Sparrow. Because of the group’s size, rely on defensive 
techniques like the Counter Attack and Olé to take them down. 
When they're out of the picture, destroy the five pots in the area 
and collect the loot inside. Activate the trigger point to your left to 
release prisoner #1. Ignore the bridge that leads to the south, and 
continue left to find another cannibal and prisoner #2. After you 
defeat the enemy 
and release the 
prisoner, collect 
the loot from the 
pot. Return to 
the bridge you 


passed. Dispatch 


the cannibal 
defending the 
bridge, and 


proceed to the 
other side. 


Nintendo Wii, PS2, PSP, d Windows: 


HIDDEN CAPTIVES 


Several prisoners and items 
are hidden within this area. 
Prisoner #3 is located down 
a path that leads directly 
under the left bridge. Walk 
to the left just above the 
bridge to find this path. 
Theres another prisoner 
hidden directly between the two huts to the north. Finally, the 
fifth prisoner is located on a path that’s directly to the east of 


the rightmost hut. Keep your weapon drawn when you venture 
down these paths—watchmen cautiously defend all three routes. 


q 


When youre ready, cross the 
bridge to the right, which 
collapses under you. Continue 


east when you recover from 
your fall. Defeat the cannibal 
that blocks your way, rescue 
prisoner £6, and collect the 
loot from the nearby pot. Run 
across the bridge below you 
and vanquish the enemy at the end. Crack open the pots to find a 
Crab Pendant, then proceed to release the prisoner. Make your way 
back across the bridge. Walk to the left toward the raised platform 
and vine. Use the Action button to climb up the vine, which leads to 
the top of a plateau. Kill the cannibal that confronts you, and then 
activate the nearby trigger point to slide down the zip line. Once you 
arrive at the new village, walk between the two huts and defeat the 
cannibal. Rescue prisoner #8 and then return to the village. Collect 
the loot from the five pots in the area and rescue prisoner #9. 


left or right to p 
an Olé, which ca 
to stumble into 


re 


your positio hat he i 


ead once 


After you knock out the cannibal female, a Jackanism initiates on 
top of a nearby bridge. Complete the barrage of command inputs 
to move along to a cutthroat battle on a river raft. Bloodthirsty 
heathens leap aboard your raft. Although you can defeat them with 
attack strings, use the Olé technique instead to safely throw them 
overboard. You can use the "Kick" technique (hold Guard and walk 


toward your opponent while hes attacking) in the same manner to 
push enemies off of your makeshift boat. 


After you dispatch the first few sets of enemies, the raft gets caught 
in river rocks. To release the boat, move Will toward the trigger 
points that appear and press the Action button. The raft continues to 
move after you activate three trigger points. You must thwart a few 
more cannibal onslaughts, after which the raft gets caught in tree 
branches. Hack at the limbs with sword swipes to eventually free 
your raft. 
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ae 


Port Royat 


fete of the Black Pearl's crew. Unfortunately, the vo doo queen resides in Port Royal, a safe haven E d 
for red coats. Your objective i5 fo navigate the streets of Port Royal and find Tia Dalma. Wher she — 


de you the ASL t ee aay for, p the Pirate Lord imprisoned deep within the ety. 


Primary Errors 


Description 
4b. roi ri Daima, Gite [EM  ONO 
Crab Pendants Collect 4 Crab Pendants left here by Tia Dalma. 
4 Block entrances. ^ Free the Pirate Lord. 
p pakan tha Sippus. i nen he caan Help the Rum Raiders to steal some rum from the Inn 
i K in town. Keep hi hile th 
^ Set Explosives. eeper in town. Keep him busy while they steal the 


rum. 
Find the missing husband. 
Find and collect 500 Loot. Loot can be found by 
breaking containers or defeating enemies. 
Combo Perform a 17 Hit Combo. Increase your Combo by 
stringing together attacks without taking a hit. 
Win a game of Pirate Dice in Port Royal. 
Sneaky Man Place barrels over the heads of 4 different soldiers. 


Sige Reidy 


4 Captain Chevalle Unlocked 


x Challenge Mode Location Unlocked 


^ New Combo Acquired: Light Attack + Heavy Attack + Grab 


Wanted Posters 


Three wanted posters are hidden throughout 
Port Royal: one for Elizabeth Swann, one 
for Jack Sparrow, and one for Will Turner. 
All three posters must be torn down to 
complete the wanted posters sub-mission. As 
a reference, we've provided images of each 


oster $0 l4 WORK «ass An. 
post y ^ miss the 
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You start this stage on Port Royal busy pier. Dont be distracted 

by the crowd’s lust for calumnies. Instead, walk to the bottom- 

left corner of the screen to find one of the pirates you saved in a 
previous stage. Speak to him to obtain a small loot reward. Continue 
to the right until you see a trigger point; activate it to remove the red 
coat blocking your path. Continue heading right to start a Jackanism 


sequence. If you manage to fail the input pattern, you'll have to fight 
a few guards, so make your best effort to finish it. 


Sus-MIss1on Fun 


Once Port Royal's 
Jackanism is complete, 
go left, back to the area 
you passed during the 
Jackanism. Speak to 
the woman with the 


exclamation point over 
her head. She asks you 
to help her find her missing husband. Select the top option 
to accept the mission, and then proceed to the right across 
the bridge. Speak to the man just at the opposite end of the 
bridge to gather information about a rum raid. When you're 


Z 


prompted, answer “YES” to start the mission. 


Nd 


After you cross the bridge and 
enter the center of town, you 
see a wanted poster to your 
right. Press the Action button 
at the trigger point to take it 
down. Retreat back to see a red 
coat soldier. Sneak behind the 
red coat and follow him to the 
nearest barrel. With the red 
coat in front of the barrel, trigger the Action prompt to place the 
barrel over his head. This completes the second part of the Sneaky 
Man sub-mission. Walk just to the right of that poster to find Tia 
-& Dalma, the woman you seek. She pleads with you to rally the Pirate 
Lords, one of which is held captive in Port Royal. After devising an 
éscape plan with her, destroy the crates to your right to find a Crab 
Pendant. Continue circling to the right around the edge of town. 
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The shop owner who 


is about to be raided is 
within the same square 
where Tia Dalma resides. 
After you speak to him, 
you can choose to reveal 


the pirates' plan for a small 
loot reward, or you can 
choose the bottom option and distract the shop owner. If 
you select the bottom option, several other choices come 

up. Continue selecting the top option to further distract 

the owner until the heist is complete. Both options finish 
the sub-mission. However, helping the shop owner causes 
the rum raiders to be thrown in jail. The rum thieves greet 
you with the edges of their swords when you meet up with 
them again later. This makes it impossible to accept the Rum 
Raid Part 2 sub-mission in Tortuga. Despite the loot reward, 
youre a pirate, so help your fellow miscreants and keep the 


Rum Raid Part 2 mission on the table for later. 


Nl p 


| Pirate Dice 


| Lootin Port Royal is a little 
l scarce, which might make 
EU difficult to meet the 


requirements of the stage's 


loot sub-mission. It jest so 


happens that a man offers 
| agame of Pirate Dice within 
| the same plaza that Tia Dalma resides. Mot only is this a | 
| wey to increase the cash in your pocket, but you must also 
Whe game of dice i» order to complete the Pirate Dice 


| sub-mission. 


Once you return from a game 
of dice, you'll see a blue coat 
soldier ahead. Sneak behind 
him and place the nearest barrel 
over his head when the Action 
prompt appears. When you 
enter the next area, avoid being 
seen. Pull down the wanted 


poster and continue on the path 

ahead. Destroy crate in front of archway to receive a Crab Pendant. 
Approach the red coat soldier stationed in front of the barrel from 
behind. Trigger the Action prompt to place the barrel over him. 
The Sneaky Man sub-mission is now complete. Exit the area via 
the northwest street. The next screen over has a trigger point with 
another wanted poster. Continue moving to the right until you find 


a crate sitting just in front of an entrance. Open the crate for another 
Crab Pendant. From here, go north and speak to the man mingling 
with a woman in an alley. It happens to be the husband you've been 
looking for, and he seems to be the unfaithful type. Select the top 
option to finish the mission and receive a small cash reward. When 
you're ready, go southeast and enter the archway to your right. 


After you speak to the newly liberated Pirate Lord, start maki 
3 your way back to Port Royal's pier. A red coat defends your e 
P R E P A R A I O N S ts route, so prepare for a little swordplay. This time it's a duel, so- 

quickly strike at your foe with two quick Light Attacks, and loo! 

Le i see if they make contact. If they hit their mark, chain into the G 
OR D SC P E : - button to slap your foe to the ground. Use the Counter Move to 

P ds repulse the fool’s strikes if he tries to go on the offensive. After hi: 

defeat, continue following the road back home. More men try to 


thwart your escape, but they're the same as the other enemies yo 
fought in this area. 


Two red coats on patrol occupy 
the prison courtyard. If either 

of them spots you, the screen 
changes over to a battle scene 
with a yellow bell in the 
background. If this happens, 
you must defeat the soldiers 
before they can reach the bell, or 
you'll start back at the beginning 
of the prison courtyard. 


Several trigger points are 
located around the prison 
courtyard's perimeter. Most are 
connected to lines of rope, while 
two of them close doors leading 
to the courtyard. Circle around 
to each point and activate it, and 


open any crates you find along 

the way. The final wanted poster 

is between two of the points, so complete the sub-mission while you 
can. Once you've cut all of the ropes and shut the courtyard doors, 
activate the trigger points at the back corners of the stock platform 
where the Pirate Lord is located. Proceed to the courtyard's back, 
right corner and climb the steps 

to enter the prison. 


REEING THE 


sub-mission. 


Inside the prison, go to the left until you find some crates. Crack the way is clea 

them open and continue to the left, into the doorway. You encounter d floo 
a room with three prison cells . the final Crab Penda 
inside. Break the crate in the = igger point to m 


rooms left corner to find a Crab 
Pendant. Now press the Action 
button at the three trigger points 
free the prisoners, triggering a 
cinematic sequence. 
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bodas 


opportune moment to steal away Pav) Jones's heart. You control Jack to eliminate the trespassers, and you 
then switch to Will Turner to find Davy's heart. Be careful of the sheer power that the enemies in this area 


possess; s not worth faking a hit for a small gain. Defend often and use counterattacks to gain the initiative. 


Primer, Meese 
9% Guara win. 


p. Find Davy Jones's Key. 


^ Escape to the B/ack Pearl. 


Sig ROB 


x Davy Jones Unlocked 
x Challenge Mode Location Unlocked 
^ Dutchman Sword Unlocked 


4 Inventory Item Power Rises to Level 2 


(GUARD WiLL 


Move into action and assault 
the nearest enemy you can 
find. Occasionally, an enemy 
wanders toward the stairs in 
this areas top-left corner. If he 
climbs the stairs and gets close 
enough to Will Turner, hell kill 
him and end your game. Attack 
the foe and bring him down 
immediately to protect Will from harm. If you ever have a spare 
moment, go to the far-right end of the ship and break open the crate 


>e, to find a Crab Pendant. Once you have it, move back to the center of 


à the ship and defeat all of the pirates to proceed to the next area. 


= 
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Perform a 20 Hit Combo. Increase your Combo by 
stringing together attacks without taking a hit. 
Find and collect 600 Loot. Loot can be found by 
breaking containers or defeating enemies. 


You now control Will Turner, 
who sneaks aboard the Flying 
Dutchman. To gain access to the 
cannons trigger point, defeat 
the enemies that appear in the 
room. Press the Action button at 
the trigger point to move to the 
next floor down. There are two 
crates to your right; one of them 
holds another Crab Pendant. Grab the items and then head left to 
the next room over. Break open the two crates here, and then defeat 
the enemies that appear when you fully step into the room. Proceed 
to the trigger point near the stray box. After you push the box, 
defeat the second set of enemies that appear. Hop onto the box you 
pushed by pressing the Action button. Then press the Action button 
a second time to leap up to the ladder. Climb the ladder to reach the 


next room up. 


Nintendo Wii, PS2, PSP, & Windows PC: Walkthrough 
"This area is crawling with miscreants. Destroy them quickly to gi oe - 
yourself some room to explore. The blocked door on the right side 
of the room leads to a hidden area. Attack it several times to reveal : 
the path to a myriad of crates. Once you've obtained the itemsthey — — E 
yield, go left until you reach four prison cells. Release the prisoners SCAP E T O 
inside, and then climb the nearby staircase. There’s another batch of EC 


monsters waiting for you when you reach the next floor. Eliminate : HE E A 


the scoundrels and go right, toward the wooden door. 


After a short cinematic, dispatch the adversaries that appear. Stay. 


your toes—when you leave the cabin, a short Jackanism initiates. 
you perform it successfully, Will leaps to the top of the ships crow 
nest. Two enemies spawn, one after the other. Use the Olé or Kick t 
quickly knock the brutes off of the platform. Slide down the nearby 
rope to a beam below. After a final duel with a hammerhead, the 
stage ends with Will returning to the Black Pearl. 


THE SLIMY GIANT 


One of Davy Jones’s men smashes through the door here, 
initiating a duel. Spend most of your energy utilizing the 
counterattack to thwart the beast’s swings. If he takes a 
defensive stance, walk up 

and grab the monster to 

leave him vulnerable to a 

follow-up combination. 

Play patiently and pick 

your strikes carefully to 

walk away unscathed. 


Move east to end 
up on the Flying 
Dutchman's deck. 
There's a crate 
hidden in the 
areas northwest 
corner, behind 
boxes directly 
to the left of a 
staircase. Crack 
it open fora 
Crab Pendant. 
Eliminate the single enemy that confronts you, and then proceed to 
the right. A crate carrying a Crab Pendant sits just past the staircase. 
After you have the item, ascend the staircase and turn right to enter 
Davy Joness cabin. 


SL eee nS SORENTO 


Guanes 


E 


isi ilti o cie cois em ninh ducatus iu 


TORTUGA 


The Black Pearl docks at Tortuga, a vile city full of lecherous deviants, swindlers, pirates, and all of the other things Captain 
Jack Sparrow has come to love. Explore the city and search for the lovely Elizabeth Swann, who may be in a bit of trouble 
with the local miscreants. During your search, keep an eye open for ladies with exclamation points floating over their heads. 
They happen fo be Jack Sparrow's former conquests, and they aren t happy with his behavior as of late. Find them all to 


_ complete the Face Slap sub-mission. | 


u— u—— E = 
SSS 


4 Look for Pirate Lords. 7 


QB Fina Elizabeth. 


, Defeat the Pirate Lord. 


a 


E Return to the Pearl. 


Sige RO 


, Elizabeth Swan Unlocked 


4 Challenge Mode Location Unlocked 


Theres a woman nearby with 
an exclamation point over 
her head. Speak to her to 
add a notch to the Face Slap 
sub-mission. There are also 


Oi, you think you can just walk up 
to me with that silly grin on your 
face? Think again! 


a few crates sitting around, 


which randomly drop loot. 
When you're ready, go left and 
continue in that direction until 
you reach another square pier. Two mangy pirates confront you as 
you arrive, but they're no match for your technique by now. After 
their defeat, open the crates at the top and bottom of this area to 


= à grab some loot and a Crab Pendant. You can continue going left on 


board the ship next to you for a few more items, but none of them 
are crucial finds. 
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Crab Pendants Collect 5 Crab Pendants left here by Tia Dalma. 


Rum Raid Part 2 | Protect the rum delivery from the rougher elements 
of Tortuga 

Combo Perform a 21 Hit Combo. Increase your Combo by 
stringing together attacks without taking a hit. 

Face Slap Search Tortuga for 10 of Jack's previous female exploits. 

Loot Find and collect 1500 Loot. Loot can be found by 
breaking containers or defeating enemies. 

Pirate Poker Win a game of Poker in Tortuga. Keep a close eye on 
the opposition! 


Move into town 
by going east 
along the pier 
until you see a 
turn that leads 
north. As you 
turn north, a 
duel sequence 
initiates with 
another lowly 
pirate. Defeat him 


and move along 

until you see another woman with an exclamation point over her 
head. Speak to her to earn another slap to the face. Continue into 
town and keep following the path until the camera angle changes to 
a frontal view. To your right is a set of crates and another woman. 
Open the crates to find a Crab Pendant, then speak to the woman 
for your third slap. From here, go left and speak to the fourth 
woman you see to collect yet another slap. One of the boxes near 
this woman contains a Crab Pendant. Continue left to make your 
way onto another street. The man with the exclamation point over 
his head is a prisoner you rescued from the Prison Fortress stage. 
Speak to him to gain a small loot reward. Continue traveling left 


when yourre finished. 


Nintendo Wii, PS2, PSP, P. & Windows m Walkthrough 


When you each the second town square, circle the area to collect 
the loot from all of the crates, then talk to both the fifth and sixth 
women here to gain two more 


het the Poke Lord 


slaps. Theres a pirate standing A cinematic sequence triggers when you leave the brothel. 


outside an open tavern. Speak to 
him to be directed to the Rum 
Raid mission. Then take a step 
inside the pub. The woman in 
the back is another one of Jack 


Mistress Ching orders Villanueva to take y% down. A 
duel initiates with the Pirate Lord, a cunning swordsman 
with a lot of stamina. 


Concentrate on using the 


counter technique to thwart 
his offense. When he's being 
passive, walk forward and 
grab him. After the grab 
stuns him, slash at his 
stomach with a few Light 
Attacks. Wher the moment is right, YOu can use the left 
stack of boxes and the cart in the middle of the screen as 

lo wir at least one gan-e Aet rey your Ja E wich so d Weapons agaist the Pirate Lord. Stand near them and press 


Pr eh? 


of prate poker to complete s o o o the Action button to nail him for big damage. When you've 


NO 


Sparrow's “acquaintances,” so go 
= what you deserve. 


ities ddp auam RE SS Sessa RRR 


P "e Poker 
The man tr the back of 


the tavern offers a game 


of prote poker. You need 


a sub-mission, so we whittled away enough of his (dfe, a short Jeoskanism-style 


1 B 
recommend that you que 


it a shot. Additionally, you need 1500 loot 


command Appears onscreen. Quickly taput the command 


to deal big damage to Villanueva. Continue countering the 


| for another sub-mission, which is difficult | l Pirate Lord's moves until another Joskanism-style command 
i to earn through combat and crate-hunting. i | prompt Appears onscreen. Continue the process until you 

| Use Pirate Poker to earn the funds needed to | i defeat him. 

1 D 


i com lete the sub-mission. 
LAS 


sert —— aaa ana 


The tavern has a small exit just — | 
north of the woman inside. 
Use it and go to the right to 
find another sour lady and a 


few crates containing a Crab 
Pendant. Now move left behind 
the tavern. The crate at the far 
left end of this area has the last 
Crab Pendant. Theres also a 


man offering the Rum Raid Part 2 sub-mission. Once you accept 
the mission, protect the rum by defeating the pirates that attack you. 
Now go back to town square. 


After the fall of Villanueva, you 
see a Jackanism-style interactive 
cut scene starring Will Turner 
and Elizabeth Swann. You 

then leave the tavern only to 

be confronted by more pirates. 


Slaughter the fools and make 
your way back to the Black 
Pearl. Several more fights occur 
along the way, but the rest of the enemies are far easier to deal 


Travel further into town and 
proceed into the large building 
at the end. There is a group of 

| pirates inside to your right, but 
. dont speak to them yet. Instead, 
move south. Walk around the 
table to find the last two women 
waiting to slap Captain Jack. 
After getting slapped, speak to 


than Villanueva was. Crack open any crates that you find—you 
never know when you'll find life-saving chicken or precious lo 


the pirate. Now activate the trigger point at the rooms left end to 
drop the chandelier on top of the pirate collective. Defeat the pirates 


E ULM RR COMNIS GERENS 


that crowd your position, and then leave the building. 
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The Black Pearl's crew makes the 
member of the Flying Dutchman's cr 
you've tackled, but if you gwe him a 


fo Isla Cruces, a mysterious island holding Dose Pores chest. Here you face a new 
„a cannon-wielding pirate dressed A grey. Normally he fights (ike any other themy 
thance to attack from a distance, he'll use his devastating cannon shot. Close in on 
him quickly and assault him with Light Attacks to keep him from using his arm cannon! 


" psu repens 


Primary Eras 
p Find Davy Jones's chest. 


^ Defend the Diggers. 


, Defend the Ruined Mill. 


4 Defeat Norrington. 


"we 


^ Challenge Mode Location Unlocked 


So cae ba patos c eee S CUN UNUM 


BA ER SS 


[Sub-Mission |Description ——— — o a | 
Crab Pendants Collect 4 Crab Pendants left here by Tia Dalma. 


Combo Perform a 30 Hit Combo. Increase your Combo by 
stringing together attacks without taking a hit. 

Gold Idol Search Isla Cruces for the Gold Idol of legend. 

Buried Chest Prevent the attackers from laying a hand on the chest. 
Protect the chest for 50 seconds. 


~ 
CLIFF SHOWER 


Following the right path 
from the beach may not 
yield a Crab Pendant, but 
it does offer a little loot 
thats worth procuring. You 
can still acquire the Crab 
Pendant via a trigger point 
once you reach the end of 
the area, so its worth navigating through the traps if you're 
not in a hurry. Speaking of traps, the rocks falling from the 
sky in this area arrive in short bursts. After a set of rocks hits 


the ground, quickly run across the path to the other side to 
clear the obstacle. 


follow that path if youre looking for the faster route. el / 
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4 Norrington Sword Unlocked 


E New Combo Acquired: Heavy Attack > Light Attack + Grab 


‘The beach of Isla Cruces has 
several crates worth opening, 
both to your left and to your 
right. One of the crates to the 
right holds a Crab Pendant, 

so obtain it before you leave. 
Two different routes lead away 
from the beach landing. The 
left jungle entrance leads to a 
short Jackanism and a Crab Pendant, while the trigger point at the 
ght end of the beach leads to a rocky obstacle course. The left path 
much shorter and leads to the aforementioned Crab Pendant, so | 


{pie 


the left from your location and follow the path until you reach the 
ruins of a building. A few of Davy Joness men confront you here, 
so make quick work of them with a few sword combinations. Then 
slash open the box in the areas top-left corner to find another Crab 
Pendant. Head south from here and follow the road until you reach 


leads to the same destination 
as your current path and offers no extra benefits. Instead, move to 


a waterfall. 


Jha en ces 


ida is 


emnes resueltas menge qne 


The iiaterfoll’s s QUE 
A small group of fishy 


adversaries Appears as you 
cross the waterfall. Avoid 
the logs that splash over the 
falls into the battlefield— 
running into them inflicts 


damage and knocks ene 


Once you have the Crab 
Pendant, press the Action 
button at the nearby trigger 
point to climb the hill. Open 
the crates in the area for a few 
items. There's a trigger point 
to the north of your location, 
but dont bother using it; it 


down. However, your enemies are vulnerable to the same 


threat. Make it a port to knock them into the oncoming 


logs whenever you get the chance. After the battle, take a 


moment to examine the face of the waterfall carefully. A 


small iadention, indicating e^ opening, is near the center 


of the fall. Enter the openign to find the Gold Idol, a much 


needed sub-mission item. 


——————————— ÁO AA ca: 


Upon climbing the hill next to the waterfall, you reach a house. A few 
of Jack Sparrow's men are digging up a nearby treasure chest, and 
Davys lackeys aren't happy about it. Although it's possible to complete 
this objective by simply staying alive, you complete the Buried Chest 
sub-mission by preventing enemies from tossing a bomb into the 
digging hole for the duration of the onscreen timer. Use attacks to lure 
the foes that appear away from the digging team. 


T ed sie Attack a 
combo (Light Attack + Heavy 
Attack + Grab) frequently, 
along with well-timed 


counterattacks. If you feel 
overwhelmed by the large group 
that assaults you, chop down the 
nearby trees so that they fall on 
top of your enemies. 


of Elizabeth | 
Swann when th 
team finishes . 
digging up Davy 
Joness locker. © 
Proceed to the li 
to initiate a duel 
against a pirate. 


on. Another 
enemy encounter occurs when you reach a second ruined building. 
The foes here continue to spawn until Jack's fight with James 
Norrington changes positions, so fend them off as best you can. Th 
nearby box contains a Crab Pendant. You must obtain it before Jac 
match moves along, so grab it as quickly as possible. 


ATA 
Tae 


amount, 

triggers a Jacka: 
Complete the co 
sequence to return | 
the Geel with Non 
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iu A 


however, 


ary unwelcome Surprises. 
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È puitico Unlocked 


$% Challenge Mode Location Unlocked 


The Dutchman's crew is trying 
to overtake the Black Pearl 
again. Fight off the enemy 
boarding party for 80 seconds. 
Press the Action button at the 
trigger points on the ships 


north end to release crossing 
planks that the enemies use to 
cross over from the opposing 
ship. Because this is the only part of the level in which you confront 
normal enemies, use this moment to complete the Hit Combo 
and Monster Mash sub-missions. To complete the Monster Mash 
mission, you must use the Olé technique to toss foes overboard five 
me, times. You can do this only near the ships edges, where the walls 
A are low. Specifically, the walls on the ships right and left ends are 
"sufficiently low. Finally, open the crates located to the far left and 
right to find two Crab Pendants. 
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True to form, the Flying Dutchman's crew raids the Black Pearl yet agar. This i. 
they unleash the Kraken’s wrath against your unsuspecting crew. After you 
deal with the initial group of enemies, the remainder of this level takes the form of 
^ multi-stage battle against the Kraken. follow this walkthrough carefully to avoid 


i 


MH m 


Crab Pendants | Collect 4 Crab Pendants left here by Tia Dalma. 
Perform a 7 Hit Combo. Increase your Combo by 
stringing together attacks without taking a hit. 


Use the Olé move to defeat 5 enemies. 


Combo 


Protect the crew from the Kraken's tentacles 


D 


When control 
switches to Will 
Turner, your 
objective is 

to survive the 
Krakens assault 
on the Black Pearl 
for 90 seconds. 
The Kraken 
attacks with a 
single tentacle at 


a time. You can 

determine where its next attack will hit based on the position of the 
elevated tentacle that it waves around. Keep your distance and stay 
clear of that spot—change position only when the Kraken’s tentacle 
moves. Once it strikes the Black Pearls deck, a piece of debris falls 
over Will's current position. A shadow appears just before the debris 
is about to hit, so dodge the object to avoid harm. After the 90 
seconds elapse, move to the area's upper-left corner and follow the 
stairs to enter the belly of the Pearl. 


Occasionally, the Kraken 

growls when it extends 

its tentacle to the ships 

deck. This is a cue that 

the beast is attempting 

to snatch away a helpless 

crew member. Slash at 

the tentacle with a Light 

Attack to release crew members trapped in the Kraken's 
grasp. If you manage to keep all crew members alive during 
your battle with the sea beast, you'll complete the Rescue 
sub-mission. This applies to situation where the Kraken tries 
to grab a crew member. 


After you stumble below deck, break open the nearby crates to find 
a Crab Pendant. Continue walking to the right to find three cannon 
lined up next to each other. Soon after the Kraken smashes a hole 
into the ships hull, a pirate comes running into the scene and starts 
loading the cannon with ammunition. Your objective is to protect 
this pirate from the Kraken's grasp. Stand to the upper-left of the 
tentacle that enters the ship to avoid its attacks. Hack at the beast's 


limbs with swift Light Attacks to guard the pirate from harm. When : 


the cannon is ready to fire, a trigger point appears next to it. Use th 
Action button to fire the cannon when the Kraken’s mouth is open. 
After it eats a blast from one of the Pearl’s powerful weapons, the 
Kraken snatches the cannon away and moves over to the next one. 
Use the same strategy to fire the other two cannons in the area an 
move on to the next scene. 


*" so 


There's a crate directly to your right. Open it to find the final 
Pendant. From here, move north to initiate two similar Jackanisr 
back-to-back. Input the commands that flash onscreen to avoid 
the Krakens attack, and then continue moving north. When yc 
find a trigger point to activate, press the Action button to cut the _ 


Krakens tentacle and release its grasp on the ship. Once you've dealt 
with that, keep your eyes open for one final Jackanism before t 
stage is complete. 


means Sao Feng must be tracked dow, Unfortunately, he has a grudge agai 
Captain Jock Sparrow, so he may nok 


E Enter the Bathhouse. 


$ Defeat Sao Feng’s Men. 


sup ab 


^ Defeat the Soldiers. 


^ Get to the Hai Peng. 


Sige Renal 


$% Captain Sao Feng Unlocked 


1 
1 
i 


4 Challenge Mode Location Unlocked 


gs Bone Sword Unlocked 


, Inventory Item Power Increases to Level 3 


DEBT COLLECTION 


Throughout your 
exploration of Singapore, 


; ror T 
you encounter several : * 


Captain, what are you doing bere? 


men with exclamation 
Tam leoki Feng’s Bathiionse 
points above their heads. . Te pr E 
Three of these men owe DAC eee e M E 
Barbossa reparations, 5 
which you can collect by 
speaking to them. The amount of money you acquire during 
the visit varies, depending on what Barbossa says during his 
conversation with the natives. The following table illustrates 
which answers to give the debtors when you confront them. 
: | Option 1 refers to the uppermost selection on the screen, 
4 while option 2 is the bottom selection. 
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Nintendo Wii, PS2, PSP, & Windows PC: Walkthrough 


As the stage begins, slash open the two boxes to your right for 

a Crab Pendant. Two Asian men standing around the pier have 
exclamation points above their heads: Debtor 1 and Old Enemy 1. 
Speak to both of them, and then move onward, bearing west. When 
you come to a path that leads north toward a man in blue, follow 

it. Speak to him if you fancy a game of Pirate Dice. From here, go 
northwest to find Old Enemy 2. 


Return to the southern bridge, and then continue moving left. When 
you reach the second area populated with natives, talk to the man 

in the area's southeast corner. He happens to be Debtor 2, so take 
what's yours and walk to your left. When you see another man with 
an exclamation point above his head (Debtor 3), break the boxes 
south of your position for another Crab Pendant. Now speak to the 
Asian fellow to add more gold to your wallet. 


se 


Ye best be findin'a new tailor mate. 
E] No woman or beast would take ye 
P like that. 


Travel west again. When you reach the top of a bridge, go no: 


press the Action button at the ladder to start climbing it. Follo 
the path to find Old Enemy 3, then return to the ladd nc 
down. Continue moving left until you reach the entrance to : 
building. Go north from here and speak to Old Enemy 4. No 
the building. The final foe for the Old Enemy sub-missio 
south of your location. 2 


> 


Fd like to say ‘tis good to face you 
again, but l'd be lying! 


f 


Speak to the man guarding two giant doors at the level's far west _ 
end. To gain entry, select the first answer when he asks you where 
you've been. After a short cut-scene, Sao Feng's men stage an atta ] 
against Captain Barbossa and the crew. The Asian enemies dressed 
in blue like to block often, so use the Barge Attack combo (Heavy : 
Attack + Light Attack + Grab) to smash through their defensive 
tactics. After you defeat the first wave, a crew member calls for 
help. Climb the ladder before time runs out to fight another set of 
enemies. Three more men call for help, so continue climbing up an 
down the nearby ladders each time you hear a cry. = 


passive 

counter move to 
their barrage of slast 
Then strike with Li 


Attacks to gain 
faster way to deliv 
scattered around t 

als on the ground 


of, and some c 


Several red coats bombard you after the duel with the twin sisters. 
With three men against one, take the safe route and Olé some of the 
men into the nearby water barrels. If you have trouble getting into 
position to use the Olé, you can use the Kick technique to push an 
enemy into a barrel. 
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When control switches to Elizabeth Swann, move left to exit the 
building. Slay the three red coats that attack you, and then open the 
box to the south to find a Crab Pendant. From here, proceed left to 
the main dock. Defeat the men that confront you, and then move 
left to activate the trigger point to engage the fireworks. A red coat 
appears and challenges you to a duel. Defeat him and initiate the 
trigger point twice more to move a boat over the gap in the bridge. 
With the bridge now mended, cross over to the next area. 


Nintendo Wii, PS2, PSP, & Windows PC: Walkthrough 


ond Reg The skeleton enemies here are MP ws difficult to handle with 
physical attacks. Instead of confronting them head-on, Blast them with your Fl (itla 
them down in a single shot. They ofen drop ammunition after they’ 


feated S07 should He frere to spere wipes you need it. 


pistol to bring 


$% Find the Pirate Lord. 


Sige Rear 


4 Gentleman Jocard Unlocked 


[sumi [Dem — ] 
Crab Pendants Collect 4 Crab Pendants left here by Tia Dalma. 


Combo Perform a 26 Hit Combo. Increase your Combo by 
stringing together attacks without taking a hit. 

Loot Find and collect 750 Loot. Loot can be found by 
breaking containers or defeating enemies. 


eros net 


4 Challenge Mode Location Unlocked 


^ New Combo Acquired: Heavy Attack + Heavy Attack + Grab 


TAS Captain markoss follow the stony path east. There are a few 
crates along the way, the second of which has a Crab Pendant. Just _ 
after you pass the second box, you have your first encounter with 
the evil inhabitants of this stage. Use the Flintlock to make quick 


E SCUE J ACK | " workof the swine, and then continue moving east. Walk to the ve 


tail end of the giant fishbone. One of the back ribs should shake as 
you step near it. Move around repeatedly in front of the bone un 
it falls over, causing bizarre crab creatures to knock over a wooden - 
plank. Walk across the plank and drop down the nearby ledge when 
you come to it. Another group of skeletons attacks as you rummage 
through the center of a ruined ship. Defeat them and travel to the 
right until you come to an opening in the ships hull. 


piece o! 
can find. 
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As always, 
walking 
across 

the sand 
means 
certain 
doom. 
When you 
reach the 


hole in 
the ruined 
ships hull, 
stand at the opening until you see the Action button icon 
appear onscreen. When you press the button, a vertical line 
appears on the left side of the screen. A button icon moves 
across the line repeatedly. The object of the game is to press 
the Light Attack button just as the icon passes into the line's 
opening. If you do this correctly, Barbossa tosses a rock near 
another piece of wreckage, causing the always lovable sand 
crabs to knock over a safe walking path. Have no fear if 

| you fail to input the command correctly; you can simply 

try again. 


2 


When you reach an area with another fishbone hanging over your 
head, walk to the very end of the cage (just before you reach sand) 
and press the Action button. Complete the rock toss mini game to 
bait crabs into sliding a small piece of wood to your location. Stand 
on top of the mat and press the Action button to initiate another 
rock toss game. The crabs carry you to the opposite end of the sand 
pit when you successfully complete the game. 


As you enter the belly of another wrecked ship, another team of 
miscreants swarms to your location. You can cut down a nearby 
pillar if you run low on Flintlock shots. Otherwise, continue pelting 
them with gun blasts. Their defeat reveals a trigger point beneath 

a rope that hangs from a ceiling. Climb the rope to reach the ships 
deck. Climb the stairs in front of you to confront another set of 
adversaries. Defeat them and then open the crates to the south to 
find a Crab Pendant. 


Now move west across the wooden pole until you reach the top of 
the fishbone from earlier. Defeat the single monster that attempts to 
block your path. Activate the trigger point at the end of the bone to 
lower a wooden pole. Walk the plank to cross over to another ship. 
Cut down yet another group of enemies to reveal a trigger point 
near a rope. Climb the rope until you reach the crow's nest. Press the 
Action button near the rope to slide down to another ruined ship. 
You find one last trigger point at the top-left edge of the wreckage. 
Press the Action button there to initiate a final rock toss mini game. 
When you complete this, a mast falls to the top of the ship. Walk 
down the pole to find the fallen Jack Sparrow, who is reluctant to get 
help from Barbossa. 
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SHIP RAID 


Several men attempt to board the ship. Your goal is to use 

the off-balance Jack to stop the enemies from reaching the 

ship’s deck. Move toward the pirates climbing the Black 

Pearľs hull. When you're close to them, press the Light 

Attack button to cut them down. Don't let more than six 8 

enemies board the ship, or Barbossa will be overwhelmed The path in this area is completely linear, so there isnt much _ 

and killed. After you defeat enough of the monsters raiding exploring to do aside from obtaining the last two Crab Pendants. 

the ship, a short Jackanism initiates. Complete the mini The first is in a box at the very beginning of the stage, while the - 

game to proceed to the next part of the stage. last is stored away in a box near the end. The pirates you encounter 
along the way aren't as defensive as the foes in Singapore. However 
they tend to attack in groups, and there isn’t much space for you 
to move around here. Use bombs from a distance to break up their 
masses, and then finish them off with the Range Attack combo 
(Light Attack + Heavy Attack + Grab). They often drop bombs 
when they’re defeated, so you should have plenty to use. Your goal 
is to find the Pirate Lord trapped in a skeleton cage at the level's 
end. Once he’s released, you must travel back to the beginning of 
the stage. More adversaries confront you along the way, but it isn't 
anything you havent dealt with before. 


WWASTREL 


This stage acts almost as two scenario tn one. The first tackles an encounter with Sao Fang's ship, while the second is 
another battle against the Flying Dutchmen. Your combat expertise will be tested mahy times over. Use bombs to damage 
large groups of enemies from afar, and the Barge Attack combo to keep them from guard a ys : sharp Block ; 
often, and don’t forget to try out your new combo: Heavy Attack > Heavy Attack > mum : 


^ Defeat Sao Feng. 


$ Dutchman Attack. 


Sig RE 


^ Tai Huang Unlocked 


Crab Pendants | Collect 4 Crab Pendants left here by Tia Dalma. 


Combo Perform a 22 Hit Combo. Increase your Combo by 
stringing together attacks without taking a hit. 
Loot Find and collect 850 Loot. Loot can be found by 
breaking containers or defeating enemies. 
Don't Take A Hit | Defeat Sao Feng without taking a single hit. 
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^ Challenge Mode Location Unlocked 


$ Gun Sword Unlocked 


After you defeat all of the men on the deck, a room opens up. Enter 
the captain's cabin and defeat the men inside. There's a red chest 

in the back end of the room. Break it open for the second Crab 
Pendant. Walk out to the deck again to proceed to the next scene. 


Sao Feng’s 
ruffians are 
invading the 
ship. Use the Olé 
technique to toss 
a few of the men 
into the nearby 
barrel. If you're 
at a distance as 


a group of men 
approach you, 
throw a bomb to 
à eliminate the entire team in one shot. While youre at it, cut open the 
“crates on the left end of the ship to obtain a Crab Pendant. 
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TAKE Cover! 
DEFEAT Sao FENG 


The brutal Asian pirate attacks at a rapid-fire pace. There’s The Dutchman's cannons are occasionally um 
little room to stage an attack, so rely on using the counter the fight against Davy Jones’ crew. They op 
technique to stop his offense. Once he’s thrown off balance, Black Pearl a few seconds after they appear, 

you can seize the moment to strike with a Light Attack. potentially kill your character in a single sho 
When Sao’s health drops below 200 points, the duel moves harm, move Elizabeth behind the staircase to yo 
to another position. This happens again when his health From here, you can safely fight the raiding enemie: 
drops below 100 points. You can throw the pillows within the Dutchman's line of fire. 

the duel’s final stage at Sao Feng by pressing the Action 


button near them. They inflict massive damage, so use them 


nnm 
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whenever you can. 


4 wa e 
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6080 After enough time passes on the deck of Sao Fengs ship, a cannon 


blast knocks Elizabeth into a chamber below. Defeat the foes that 
confront you. Activate the trigger point at the rooms left end to 
blow open the nearby door. Proceed inside the room and kill off 
the men that jump in through the roof. Then open the crates at the 
top of the room to find the final Crab Pendant. Go to the right, into 
the next room, and follow the stairs. As you enter the next room, 
defeat a final set of enemies blocking your path in order to access 
the next stage. ; 


Yet again, the Dutchman’s crew stages an attack. During the melee, 
take a moment to crack open the box next to the stairwell. This 
stages third Crab Pendant is hidden inside. 
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within the depths of the Shipwreck 
of the Pirate Lords for the conclave. 


a scarcity of S esce shodi be a problem. 
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9 Find Teague. 


AÈ Find the Pirate Lord. 


$ Return to the Pirate 
Conclave. 


4 Find the Conclave. 
^ Find the Second Pirate Lord. 


Sige Rei 
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E. Captain Barbossa Unlocked 


SÈ challenge Mode Location Unlocked 


4 Pirate King Sword Unlocked 


FIND TEAGUE 


Break open the 
boxes above you 
to find a Crab 
Pendant. Proceed 
to the left, down 
the pier, until you 


Putting it like that _ I guess you 
best be having it then. - 


see a man with an 
exclamation point 
above his head. 
Speak to him to 
open a dialogue 
box containing 
two choices. First, select the bottom option. After his reply, choose 


A the top option to gain a little Notoriety. 


a 


your mission Ls lo gather the last 
Vew adversaries await your arrival, 
shrouded men that like to attack in groups. Use bombs to deal da 
entire group of black cloaks. They often drop bombs after you defeat them, so 


fo ar 


[Sumision [ewm — 
Crab Pendants | Collect 4 Crab Pendants left here by Tia Dalma. 


Loot Find and collect 650 Loot. Loot can be found by 
breaking containers or defeating enemies. 

Pirate Poker Win a game of Poker in Shipwreck City, keep a 
close eye on the opposition. 

Pirate Dice Perform a 12 Hit Combo. Increase your Combo by 
stringing together attacks without taking a hit. 


Continue moving left down the pier and follow it. Ignore the 

second pirate you see with an exclamation point above his head, 

and continue following the path. When you eventually reach a large 
communal area, speak to Teague near the back of the pier (the pirate 
dressed in red). After Teague asks you to find a couple of Pirate 
Lords, break the crates next to him to find the second Crab Pendant. 
While you're here, two men in the area offer games of Pirate Dice 
and Poker. You must win at least one game of each to complete the 
sub-mission checklist, so heres your chance. 
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Proceed left, down the pier, after you've finished your business 
with Teague. Keep moving until youre challenged to a duel with 

a local guard. His stamina is pitiful compared to your last several 
duel opponents, so finish him quickly. Go left into the building and 
activate the trigger point to awaken Ammand the Corsair. 


SAVING AMMAND THE CORSAIR 


Ammand the Corsair is trying to make his way to the pirate 
conclave, but there's a problem; he's too drunk to find his 
way there without stumbling into hazards. Your mission 

is to defend Ammand 

as he slowly makes his 

way to Teague. There 

are plenty of holes in 

the ground for him to 

fall into along the way. 

You must cover them to 

keep him from falling 

in. Do this by activating 

their trigger points. These points don't appear initially—you 
must defeat sets of enemies to reveal them. Since Ammand is 
always moving, you must eliminate the enemies as quickly as 
possible in order to cover the gaps in time. Use the Flintlock 
pistol and bombs to quickly defeat your enemies. There 

are three gaps in the pier: one is just outside Ammand's 
quarters, another is directly under a canoe, and the last sits 
just before a pyramid of barrels. Teague awards you with a 
doubloon when you complete the mission. 


IRATE LORD 


Take the doubloon Teague gave you and speak to the guard that 
ignored earlier; hes standing next to a mermaid-shaped sh 

The guard attacks you after a failed attempt to bribe him. Use th 
Olé to dump one of the men into the nearby barrel. Slay the othe 
with the powerful Block Breaker combo (Heavy Attack + Heavy 
Attack Grab). With these guys out of the picture, activate the 
trigger point at the door and proceed inside. Walk to the right, up 
the steps, and press the Action button near the zip line. The zip line 
leads to a crow's nest with three trigger points on it. Activate the : 
north trigger point first, which slides Jack down another zip line. 


I have better things to do than talk 
to bilge rats like you! 


They're behind the gate just above the stairwell. Mov 
the gate and swipe Jack's sword to break them. You 
a Crab Pendant. 


Proceed right, down the steps, and follow the path to the large dock 
area. A team of dark pirates appears. Throw a few well-placed bombs 


to scatter their groups and whittle them down to a manageable 


number. After you defeat them, open the crates at the platforms 
north end for another Crab Pendant. Move to the right again and 
follow the stairs you reach. Keep moving right until you reach a 


room that holds the missing Pirate Lord. 
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RETURN TO THE 


PIRATE GONCLAV 


With the second Pirate Lord 
saved, walk left out of the 
room to initiate a Jackanism. 
Complete the Jackanism to 
obtain a Treasure Cove item 
and to automatically reach the 


staircase. Failing requires you to 
backtrack a little more. In either 
case, keep traveling left until 
you find a trigger point. Take the zip line down to a platform. When 
you land, go left and climb the rope. When you reach the crow's nest 
from before, activate the rightmost trigger point to return to the start 
of the level. Move left down the pier. Another group of adversaries 
appears when you reach the mermaid statue. Dispatch them and 
continue following the path to the large communal area. 


Now playing as 
Barbossa, proceed 
left down the pier. 
Defeat the masked 
enemies that 
appear, and then 
drop downstairs 
through the cabin 
hole in the middle 
of the pier. There's 
a crate holding 

a Crab Pendant 
directly behind the stairs you came down, so obtain it before you deal 
with the enemies moving into the area. When the room is clear, stand 
to the right of the cannon in the room and fire it. A crow’s nest drops to 
the roof of the building youre in, so head upstairs. 


Walk up the planks north from 
your location, and use the fallen 
crows nest to cross to the other 
ruined ship. After a confrontation 
with another enemy group, 

move to the right. Knock over 
the planks blocking the path by 
walking into them. Continue 
following the path until you reach 


a longboat. A duel with another soldier begins. Defeat him swiftly to 
move on to the next stage. 
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x Defend the Black Pearl. 4 Defeat Lord Cutler Beckett. 


4 Defeat Davy Jones. 


| 
Crab Pendants — | Collect 4 Crab Pendants left here by Tia Dalma. ! 


Destroy Targets | Destroy the cargo with the weather conditions 
generated by Calypso. 
Combo Perform a 21 Hit Combo. Increase your Combo by E 
stringing together attacks without taking a hit. E 
’ Defeat Enemies | Use the adverse weather conditions to defeat 
i 8 enemies. 


peti 


DEFEND THE 


Once youre confident in avoiding Calypsos lightning 
bolt, you must harness its power to complete two of this 
stages sub-missions. The "Destroy Targets" mission, 


i for instance, asks you to eliminate the ships cargo with 
i lightning strikes. The cargo amounts to stacks of brown 
i boxes scattered throughout the Black Pearl and the Flying 


Dutchman. The idea is to stand next to a stack of boxes 
and wait for the lightning bolt field to appear. When it 

j appears, walk away from the field's area of effect and watch 
| the bolt tear through the boxes. The same concept applies 
to the “Defeat Enemies" sub-mission, though it's more 
difficult to implement because the enemies move around. 
Try cornering a foe and assaulting him with repeated Light 


ne T DAE ^ 


Attacks to keep him pinned. Move away from your hapless 
victim just before the bolt strikes. 
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First and foremost, survival is the key to this scenario. Aside from 
the terrible weather conditions, many of the enemies here inflict 
massive damage when they hit you. It's important to exploit your 
inventory items as often as possible to quickly deal with the enemy 
forces that surround you. Bombs and Flintlock pistol shots are 
especially important thanks to their ability to defeat most enemies 
with a single blow. The tan crates scattered throughout the stage 
often carry chicken and weapons that you may need if you running 
low on items. Whenever theres a break in the action, open these 


crates and collect the items inside. 


Fend off the fiends raiding the ship with everything you've got: 
bombs, guns, and the sword techniques you've learned thus far. 
When you get the chance, check the crates at the ships far left end to 
find a Crab Pendant. Continue fighting until you hear a cry for help 
from a fellow crew member. A trigger point appears at the north 
wall, near the center of the Pearl's deck. Activate it to swing over to 
the Flying Dutchman. 
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Weather Hazards 


Occasionally a tornado spirals across the Fi lying Dutchman's 
deck. This hazard instantly eradicates the remainder of 

your health pos, so avoid it at all costs. fortuitously, the 
tornado does the same to enemies, $0 push them into d with 


sword Swipes d you get the opportunity. 
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Quickly descend the staircase to your right to find the crew member 
in need. Continually defeat enemies in the area until another friend 
calls for help, then move to the top deck at the ships far right end. 
Theres a Crab Pendant just south of the crew member that's fighting 
off a villain, so grab it before you defeat the enemies in the area. 
When another friend calls for help, move left across the top deck 

to the spot where you jumped onto the Dutchman. When you find 
the trigger point, activate it to fly over to the Pearl. Run to the ships 
right end and defeat the enemies here. Continue fighting until a 
cut-scene initiates. 
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Once Beckett's ship pulls away from the Pearl again, resume | 
pattern to make Beckett re-board the Pearl. Repeat this p 


DEFE AT D AVY l ONES until Beckett finally meets his demise. 


The final battle against Davy Jones is upon you. Despite 
the duel setting, Calypso still rains lightning bolts onto 
your location. The period between bolts is still relatively 
lengthy, so iťs possible 

to lure Davy Jones into 

getting struck by them. 

Using Light Attacks 

to pressure Jones into 

the corner, wait for 

Calypso’s warning field 

to appear. Just before the 

bolt strikes, back away 

from the Davy Jones to 

avoid the blast. After 

he’s been hit, exploit his 

momentary weakness 

with a follow-up 

combination attack. 


This battle takes place in 

three different areas. The 

combat site changes after you knocked off a certain amount 
of Davy Jones’s health points. A Jackanism starts after the 
second battle sequence—you must complete this Jackanism 
to proceed to the final battle. 


You can use a rope that hangs on the area's right side to 

toss a projectile at the Dutchman’s captain. Press the SCOUNDREL 
Action button near the rope to fire the attack at him. pe = 

This rope appears in all three combat sites. At the third à 3240 
site, you can throw the sword that's stuck into the ship 


o e 


The final two Crab Pendants are within crates on the Black 
Pearl's left and right ends. The easiest time to acquire them 
is before Beckett's ship fires ds first shots at the Pearl. 


deck at Davy Jones. | 


——— 
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Defeat LORD 
CUTLER BECKETT 


Lord Cutler Beckett's ship attempts to overtake the Black Pearl. 
Defeat your attackers by using the Barge Attack combo (Heavy 
Attack » Light Attack + Grab). After you eliminate enough 
enemies, Beckett's ship opens its upper cannon doors. Hide behind 
the nearby crates to avoid the cannon blasts. Continue fighting 

the incoming foes until two trigger points appear at the ships 

north edge. Fire both of the cannon to pull the East India Trading 
Company Ship next to the Black Pearl. Lord Cutler Beckett boards 
the Pearl after the cannon are fired. Sock him with as much damage 
as possible to scare him into retreating back to his ship. 


iL SELECT 


CHALLENGES 


PRISON FORTRESS 
COMBAT CHALLENGE 


COMBO CHALLENGE 
LOOT CHALLENGE 


SELECT = 


Once you complete the first stage in Story Mode, Challenge Mode 
opens up on the Main Menu. This mode pits you against three 
challenges set within the Story Mode stages that you've completed. 
The types of challenges include combat, combo, and loot. New 
Challenge Mode stages open up as you finish each stage in Story 
Mode. Although playing this mode isn't required to finish the main 
game, completing each challenge unlocks Treasure Cove items 

and characters. 


The goal of a Combat Challenge is to defeat the specified number of 
enemies before the allotted time expires. If you are defeated or fail to 
meet the kill requirement before time runs out, the game ends. The 
enemies you face in this challenge still drop weapons and chicken, 
which you can use if you need them. 


E. Sub-weapons, such as the Flintlock pistol, eliminate enemies in a 
single shot. Bombs are also helpful for taking out large groups of 
enemies in one shot. 


t The Range Attack combo (Light Attack + Heavy Attack + Grab) 
delivers solid damage and allows you to hit surrounding enemies. 
Use it often against groups. 


4 The Barge Attack combo (Heavy Attack + Light Attack ^ Close 
Attack) is useful against enemies that tend to block often. 
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Comso CHALLENGE #LoOoT CHALLENGE 


The Combo Challenge requires you to perform a combo that has Obtain a specific amount of loot before time runs out. Because 

a minimum number of hits. If you are defeated or fail to meet the defeated enemies drop loot in this challenge, health and sub- 

combo requirement before time runs out, the game ends. If your weapons are not available. This means you can't replenish your life 
combo is interrupted, the combo count resets, forcing you to string points, so it's important to play cautiously and avoid from taking hits 
together a new combo before time runs out. You can still use sub- from enemies. 


weapons and health pickups obtained from fallen enemies. 
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4 Avoid getting cornered. Scatter a group of enemies to maintain points high, you must protect your wellbeing. 
your breathing room; you'll need it to maneuver between enemies 


without getting hit , Heavy Attacks are the fastest way to defeat enemies. Weapons that 


increase your attack power help speed up the rate at which enemies 


^ Keep a finger hovering over the Guard button. If you react to an fall and, by extension, how quickly you accumulate loot. 
incoming attack by pressing Guard and then Light Attack, you'll 

deliver a quick counter. This successfully stops your enemy's move 
and keeps the combo counter going. 


A character's Notoriety Rank affects the damage he or she inflicts 
on enemies. The higher the Notoriety, the greater the damage you 


deliver with each hit. If you're having trouble completing challenges, 
raise your Notoriety Rank to at least the level of Legendary Pirate. 


You can equip the swords found in the Treasure Cove's Bonus 
Treasures menu. Each weapon boosts your characters attack power 


by a specific amount. The Legendary Sword specifically inflicts 


massive damage while increasing your character's attack range. 
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The Treasure Cove is a collection of items earned through completing specific tasks in Story and Challenge modes. These items include new 
characters to play, production artwork, and new weapons to equip. The following section lists the items within Treasure Cove and describes 
how to obtain them. 


Level Unlockable Unlock Method 

Port Royal Gibbs Complete the ‘Combat Challenge’ 
Challenge Mode on Port Royal 

Port Royal Complete the ‘Loot Challenge’ on 
Challenge Mode Port Royal 


Port Royal Townsfolk 2 |Complete the ‘Combo Challenge’ 
Challenge Mode on Port Royal 


Pearl's Dutchman Clear Pearl Vs Dutchman 


: PearlVs Dutchman Black Pearl — | Complete the ‘Loot’ sub-mission 
This menu enables you to view the models of the characters you've Crew 1 on Pearl Vs Dutchman 
earned. Many of the characters available here are playable in PearlVs Dutchman Complete the ‘Hit Combo’ sub- 
Challenge or Story modes (level replay only). mission on Pearl Vs Dutchman 
PearlVs Dutchman Governor Complete the 'Combat Challenge' 
Level Unlockable | Unlock Method Challenge Mode Swann on Pearl Vs Dutchman 
Prison Fortress Captain Jack  |Clear Prison Fortress Pearl Vs Dutchman Electric Arm — | Complete the ‘Loot Challenge’ on 
Sparrow Challenge Mode PearlVs Dutchman 
Prison Fortress Inmate Complete the ‘Loot’ sub-mission PearlVs Dutchman Angler Complete the ‘Combo Challenge’ 
on Prison Fortress Challenge Mode on Pearl Vs Dutchman 


et. uM 
Fortress mission on Prison Fortress Swann 
Prison Fortress Prison Complete the ‘Level Notoriety’ mission on Tortuga 
wee de. Fortress sub-mission on Prison Fortress Complete the ‘Loot’ sub-mission 
Guard 3 on Tortuga 
Turner sub-mission on Prison Fortress mission on Tortuga 
Captain Complete the ‘Combat Challenge’ Complete the ‘Jackanism’ on 
Challenge Mode Teague on Prison Fortress Ching Tortuga 
Prison Fortress Prison Complete the ‘Loot Challenge’ on Tortuga James Complete the ‘Combat Challenge’ 
(Challenge Mode) Fortress Prison Fortress Norrington 


Guard 1 
Prison Fortress Complete the ‘Combo Challenge’ 
Challenge Mode on Prison Fortress 
sla de Pelegostos 
Isla de Pelegostos Complete the ‘Rescue’ sub- 
mission on Isla de Pelegostos 
on Isla de Pelegostos 
Isla de Pelegostos Complete the ‘Combat Challenge’ 
Challenge Mode Warrior on Isla de Pelegostos 
Isla de Pelegostos Complete the ‘Loot Challenge’ on 
Challenge Mode Isla De Pelegostos 
Isla de Pelegostos Complete the 'Combo Challenge' 
Challenge Mode on Isla de Pelegostos 
Chevalle 
Complete the ‘Jackanism’ on Port 
Royal 
Complete the ‘Missing Person’ 
sub-mission on Port Royal 
mission on Port Royal 
Complete the ‘Loot’ sub-mission 
on Port Royal 
Port Royal Complete the ‘Rum Raid’ sub- 
mission on Port Royal 
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Tortuga Villanueva Complete the ‘Combo Challenge’ 
Challenge Mode on Tortuga 


mission on Isla Cruces 
Mode on Isla Cruces 
Mode Isla Cruces 


Complete the ‘Combat Challenge’ 
Challenge Mode on Pearl Vs Kraken 
Challenge Mode on Pearl Vs Kraken 
g 


Challenge Mode Pearl Vs Kraken 
Fen 
mission on Singapore 
Complete the ‘Old Enemies’ sub- 
Townsfolk mission on Singapore 
Henchman 1  |sub-mission on Singapore 
Complete the ‘Combat Challenge’ 
Challenge Mode on Singapore 
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Complete the ‘Combo Challenge’ Level 4 Complete all sub-missions on this 
l . Henchman 2 jon Singapore Concept Art level 
Clear Davy Jones's Locker Level 4 Clear this level in Story Mode 
— mad —— Challenge Mode 
Davy JON: $ Locker e Level 4 Clear this level in Story Mode 
Dav Jones: ges Tortured Beca 
: Complete all sub-missions on this 
Davy Jones's Locker | Tortured Complete the Combat Challenge’ ancen Ar - Ee ; 
Challenge Mode Pirate 2 on Davy Jones's ocker Level 5 Duelling Complete the ‘Loot Challenge’ on 
Davy Jones’s Locker | Captain Complete the ‘Combo Challenge’ this level 
(Challenge Mode) Elizabeth Level 5 Clear this level in Story Mode 
Swann Challenge Mode 
Sea Battle Clear Sea Battle Clear this level in Story Mode 
Sea Battle Complete the ‘Combat Challenge’ Mini Games 
Challenge Mode on Sea Battle Isla Cruces Level 6 Complete all sub-missions on this 
Sea Battle Complete the ‘Loot’ sub-mission Concept Art level 
Challenge Mode Isla Cruces Level 6 Duelling | Complete the ‘Combo Challenge 
on this level 


on Sea Battle 
Isla Cruces Level 6 Clear this level in Story Mode 
Challenge Mode 


Sea Battle Black Pearl Complete the ‘Combo Challenge’ 
Challenge Mode Crew 2 on Sea Battle : 
Shipwreck City Clear Shipwreck City 
Barbossa - 
Isla Cruces Level 6 Clear this level in Story Mode 
Mini Games 
Pearl Vs Kraken Level 7 Complete all sub-missions on this 
Concept Art level 


PeariVs 
Dutchman 


PearlVs 
Dutchman 


Pearl\Vs 
Dutchman 


Tortuga 


Complete the ‘Jackanism’ on 
Shipwreck Ci 
Challenge Mode) — fond on Shipwreck Ci 
Challenge Mode 
Pearl Vs Kraken Level 7 Clear this level in Story Mode 
Mini Games 


Shipwreck City — - |Pirate 3 Complete the ‘Loot’ sub-mission 

Challenge Mode on Shipwreck Ci 
Lord Cutler | Clear Maelstrom 

Beckett 
Black Cloak | Complete the ‘Defeat Enemies’ Level 8 Complete all sub-missions on this 
sub-mission on Maelstrom Concept Art level 
Level 8 Duelling | Complete the ‘Loot Challenge’ on 
this level 

Level 8 Clear this level in Story Mode 
Challenge Mode 


Maelstrom Black Bart Complete the ‘Combat Challenge’ 
Challenge Mode on Maelstrom 
Singapore Level 8 Clear this level in Story Mode 
Mini Games 
Davy Jones's Level 9 Complete all sub-missions on this 
Locker Concept Art level . 
Davy Jones's Level 9 Clear this level in Story Mode 
Locker Challenge Mode 
Davy Jones's Level 9 Clear this level in Story Mode 
Locker Mini Games 
Sea Battle Level 10 Complete all sub-missions on this 
Concept Art level 
Sea Battle Level 10 Duelling | Complete the ‘Loot Challenge’ on 
this level 
Sea Battle Level 10 Clear this level in Story Mode 
Challenge Mode 
Level 10 Clear this level in Story Mode 
Mini Games 
Shipwreck City Level 11 Complete all sub-missions on this 
Concept Art level 
Shipwreck City Level 11 Clear this level in Story Mode 
Challenge Mode 
Shipwreck City Level 11 Clear this level in Story Mode 
Mini Games 
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Character concepts, gorgeous landscapes, and various other pieces of 
art await you in the Location Treasures menu. None of the items here 
affect game play in any way, but it is a nice addition if you're curious 
about the artistic process involved in creating a games visuals. 


Prison Fortress Level 1 Complete all sub-missions on this 
Concept Art level 

Prison Fortress Level 1 Clear this level in Story Mode 
Challenge Mode 


Prison Fortress Level 1 Clear this level in Story Mode 
Mini Games 
Isla de Pelegostos | Level 2 Complete all sub-missions on this 
Concept Art level 
| Maelstrom Level 12 Complete all sub-missions on this 
Concept Art level 
Maelstrom Level 12 Duelling | Complete the 'Combo Challenge 
on this level 
Maelstrom Level 12 Clear this level in Story Mode 
Challenge Mode 
Maelstrom Level 12 Clear this level in Story Mode 
Mini Games 
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Sla de Pelegostos | Level 2 Clear this level in Story Mode 
Challenge Mode 
Isla de Pelegostos | Level 2 Clear this level in Story Mode 
Mini Games 
Port Royal Level 3 Complete all sub-missions on this 
: Concept Art level 
Port Royal | Level 3 Clear this level in Story Mode 
Challenge Mode : —— 
Port Royal . [Level 3 Clear this level in Story Mode 
Mini Games — 
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‘CHARM CARD. 


Charm Cards are special items used in both Pirate Poker and 
Pirate Dice. They offer various abilities that enable you to cheat 
your way to victory. They're found only as optional items in the 
aforementioned games. 


Unlockable | Unlock Method 


Prison Fortress | Pirate Poker Find all the Crab Pendants on Prison 
Charm Card 01 | Fortress 

Prison Fortress | Pirate Dice Complete the 'Jackanism' on Prison 
Charm Card 01 | Fortress 

Prison Fortress | Pirate Poker Find all the Crab Pendants on Port 
Charm Card 03 | Royal 

Isla de Pirate Poker Complete the 'Hit Combo' sub-mission 

Pelegostos Charm Card 02 | on Isla de Pelegostos 

Isla de Pirate Dice Find all the Crab Pendants on Isla de 

Pelegostos Charm Card 02 | Pelegostos 

Port Royal Pirate Dice Complete the ‘Pirate Dice’ sub-mission 
Charm Card 03 | on Port Royal 

PearlVs Pirate Poker Complete the ‘Defeat Enemies’ sub- 

Dutchman Charm Card 04 | mission on Pearl Vs Dutchman 

Pearl Vs Pirate Dice Find all the Crab Pendants on Pearl Vs 

Dutchman Charm Card 04 | Dutchman 

Tortuga Pirate Poker Complete the ‘Pirate Poker’ sub- 
Charm Card 05 | mission on Tortuga 

Tortuga Pirate Dice Find all the Crab Pendants on Tortuga 
Charm Card 05 

Isla Cruces Pirate Poker Complete the ‘Jackanism’ on Isla 
Charm Card 06 | Cruces 

Isla Cruces Pirate Dice Find all the Crab Pendants on Isla 
Charm Card 06 | Cruces 

PearlVs Kraken | Pirate Poker Find all the Crab Pendants on Pearl Vs 
Charm Card 07 | Kraken 

PearlVs Kraken | Pirate Dice Complete the ‘Olé Enemies’ sub- 
Charm Card 07 | mission on Pearl Vs Kraken 

Singapore Pirate Poker Find all the Crab Pendants on 
Charm Card 08 | Singapore 


Complete the ‘Pirate Dice’ sub-mission 
on Shipwreck City 


Maelstrom Pirate Dice 
Charm Card 12 


Maelstrom Pirate Poker Complete the 'Jackanism' on | 

Charm Card 12 | Maelstrom j 
Find all the Crab Pendants on 1 
Maelstrom | 


BoNus TREASURES 


This section of Treasure Cove is for miscellaneous items. When you 
obtain one of the swords, you can equip it to your character. These 
swords raise your attack power to various levels when you equip 
them. To equip a sword, enter the Sword menu and move the cursor 
to your desired weapon. Press left on the directional pad to equip 
the weapon to Player 1 or right to equip it to Player 2. 


Unlockable | Unlock Method 
This Sword is the default Sword 


Sword 
Sword 


Davy Jones's Locker Clear Davy Jones's Locker 
Sea Battle Clear Sea Battle 
S 


word 
Sword 
Complete the ‘Hit Combo’ sub- 
Sub-Mission mission on Isla Cruces 
Sub-Mission mission on Maelstrom 
Screen Saver 
N/A Flying Collect 5000 Loot 
Dutchman 
Screen Saver 
Screen Saver 


Singapore Pirate Dice Complete the ‘Pirate Dice’ sub-mission| 7 me — — — Wee «1 " 
Charm Card 08 | on Singapore 1 

Davy Jones's Pirate Poker Complete the ‘Jackanism’ on Davy l 

Locker Charm Card 09 | Jones's Locker j 

Davy Jones's Pirate Dice Find all the Crab Pendants on Davy Í 

Locker Charm Card 09 | Jones's Locker | 

Sea Battle Pirate Poker Find all the Crab Pendants on Sea j 
Charm Card 10 | Battle l 
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Check out the first walkthrough or key strategy from 
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. Save 15% on BradyGames.com* — and save even more 
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Lead Captain Jack Sparrow, Will Turner. and Elizabeth Swann to the ends of the Earth, from Port Royale, across the high seas 
to Singapore, and on through lush islands and mysterious locales known only in pirate lore! With this essential guide, you'll 
master epic ship-to-ship battles and skewer countless brigands as we lead you through the most swashbuckling Pirates of the 
Caribbean adventure yet! 


". 
ONE GUIDE, [wo COMPLETE WALKTHROUGHS! 
) 
This guide covers two versions of the game, one for Xbox 360 & PS3 and 
one for Nintendo Wii, PS2, PSP, and Windows PC. Six platforms in all! 
XBOX 360 & PS3 NINTENDO Wirt, PS2, PSP, & WiNbows PC 
Complete every objective, sub mission, and puzzle! Win every duel We lead you to the loot, help you rescue the prisoners, unleash mega- 
and locate every collectible, including Calypso Pieces and Jackanism hit combos, and win at poker and dice! Remove all wanted posters, 
Chests, and much more! raid the rum, and more! 
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x Strategy 


We help you master swordfighting, Jackanism, brawling, and 
advanced moves, such as Sail ripping, zipline sliding, and beam 
levator — Dalancing, to become a legend among pirates! Complete enemy 
ERoom! ! I coverage shows you the best way to defeat every foe! 


E. for Xbox 360 & PS3 pinpoint critical items and 
= locations throughout the game! iem. 


Armory 


e L 
K Thats |NoAIT! 
l : i Bonus coverage of platform-specific extras, including PS2 challenge 
— modes and PSP wireless mini-games! Learn to maximize your 
Notoriety rating, and much more! 
START 
Jailblock 
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